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= A HSTORY

WELCOME TO
CROOKS!

On a secluded island in the South Pacific, the
Atomic Brain plots nuclear armageddon from
his volcano lair. In the darkest shadows of the
city, the lifeless Nihilist scrapes a straightrazor
against a rusty fire escape, impatiently waiting
to strike a blow for his corporate masters. Far
above, Wasphawk and the sky pirates of Unitrol
patrol the American skies, while in the Antarctic,
Iron Cross leads a colony of Nazi scholars,
artists, and politicians, who await a victory fore-
told in prophecy. Only your heroes stand
between these villains and their infermal designs
upon your Mutants & Masterminds campaign.

This book presents more than 40 full-fledged
supervillains and dozens of minions suitable for
use in any Mutonts & Masterminds campaign.
Threats contained in this book range in diffi-
culty from Power Level 1 to Power Level 20,
ensuring that you'll be able to use Crooks! from
the beginning to the end of your campaign.

THE META-4 UNIVERSE

The characters in this book are meant to be used
in any Mutants & Maosterminds campaign, and
should be adaptable to your series with little dif-
ficulty. In order to tie all of the characters
together into one entertaining volume, however,
we've created a common set of assumptions and
world history—the META-4 Universe.

Croaks! is not a campaign setting. The char-
acters in this book were designed to be
inserted into your campaign first and foremost,
and fit into a common background simply to
make the book more interesting to read.
Instead of repeatedly saying “this villain lives
in your main campaign city,” we've created an
“iconic” campaign city called Arcadia, which
contains most of the features and character
types commaon to superhero RPG home towns.
“Arcadia® might be New York, Green Ronin
Publishing's Freedom City, or a completely new
metropolis of your own design.

Likewise, many of the backgrounds herein
refer to specific superheroes to give the villains
context. Or. Dungeon, for example, battled a
1960s hero team called the Happening, but he
just as easily could have fought whatever 1960s
sperheroes you've got filling the pages of your
campaign notebook. Don't feel enslaved to the
continuity of the META-4 Universe. It's there to
provide some consistency, but shouldn't keep
you from using a character because some ele-
ment of his background "doesn't work that way”
in your campaign. The villains are here for you.
Change them as much or as little as you wish,

If you have the Mutants & Masterminds rule-
book, you're already familiar with the META-4
Universe. Core rulebook villains such as Cepetto,

the Hyena, and the robotic Damocles haunt the
world’s streets and secret headguarters, while
the masterminds Kalak the Mystic and the
Atomic Brain hatch apocalyptic plots from the
shadows. Many of the “iconic™ heroes (Protonik,
the Pugilist, Cyclone, Minotaur, and more) illus-
trated in that book belong to the Resenve, a
brand-new government-sanctioned superteam.

The Reserve is reaily just a stand-in for your
characters’ team. Most references to the team in
this book could easily be changed to your
heroes, unless you like the idea of multiple hero
teams running around your campaign world. In
such a case, the Reserve might be allies or
frendly mvals. In any case, the Reserve can't go
it alome, and needs your campaign's heroes to
help them keep the world safe from evil.

Like in many published comic book worlds,
stperheroes first emerged in the years immedi-
ately preceding Amernca’s involvement in World
War Il, and events durning that vast conflict rever-
berate to the modern day Since then,
superherses have waxed and waned in popular-
ity, often mirroring the publishing history of the
medium. While real world comic publishers
phased out superheroes in favor of cowboys and
funny animals in the 1950s, for instance, heroes
had a tough time in the META-4 universe. As
comic book readers grew older and developed
more sophisticated tastes, the world of META-4
seemed to get a little bit darker.

It's your heroes” job to bring light back to the
world, to foil the evil plans of dozens of criminal
masterminds. To dao that, it's best to understand
where superhumans in the META-4 Universe
came from, and where they're going. More detail
has been provided for the early years of super-
heroics, leaving the relatively recent past open
to so as not to conflict with your campaign.

THE 19405

Although individuals of extraordinary character
and abilities had existed for cemturies in the
form of mystics, psychics, and stylish adventur-
ers, the first true “superhumans” appeared in the
early 1940s. The Uinited States, seeking a public
relations response to the rise of extreme nation-
alism in Europe, initiated the top-secret
Everyman Project, an effort to create through
the miracle of science a new breed of “propa-
ganda heroes” capable of stepping up pre-war
production and instilling in ordinary Americans
a sense of national identity and pride.

The details of how best to create the team fell
to Scorpio-2, 3 top-secet government agency
then tasked with investigating and studying
paranormal phenomena and uncopventional sci-
ence. After a series of laboratory failures never
revealed to the public, the U.S. War Department
introduced the Homefront, a team of “Super
Amernicans,” on Aprl 21, 1941, Radio stations
announced the team's seven heroes as

Americans packed theaters to see newsree| dis-
plays of the team’s incredible powers.

The government had an edge in public
acceptance of the heroes thanks to the inclusion
of Richard Everleigh, a much-adored champion
aviator who had become a national hera in the
1920s. The first successful subject of the govem-
ment's lests, the patncian Evereigh became
Everyman, a living metaphor of the best quali-
ties of the common American. With a patriotic
costume and stylish cape, Everyman gained
instant status as a national icon. Although he
was blessed by superscience with uncanny
strength, flight, and invulnerability, Everyman’s
greatest weapans were his deadly red, white,
and blue eyebeams, which granted him the abil-
ity to fight the good fight from a distance of
more than 1,500 feet

Despite their best efforts, the scientists of
Scorpio-2 were unable to replicate the process
that had transformed Richard Everleigh from man
fo super-man. Mevertheless, other membsers of the
Hemefront more than camied their own weight
Super-genius wunderkind Johnny Calhoun, a
young imventor deeply enmeshed in the politics of
Scompio-2, became Johnny-on-the-Spot, a scien-
tific dynamo with a technological marvel for any
oocasion. Torbaned sorcerer Doc Mesmer and
his prescient teen sidekick the Ouija Kid {who
histonans quibble was never officially a member
of the team) provided magical and psychic abili-
ties respectively, while the costumed archer
Trick-Shot always had a special gimmick arow
at the ready. The powerless but undoubtedly
gifted aviator-adventurer Hap Holiday provided
cover from the shies.

Twa controversial members of the team brought
maore criticism than cheers, but are today consid-
ered important pioneers in the feld of
superheroics. A sailor in the US. Navy with an
impressive but secret record of distinguished serv-
ice, Charlie Cartwnght had the strength, character,
and dynamism to make him among the most pop-
ular of the new heroes but for one fact—Carbwnght
was black. Amid howts of derision from white
Amencans, Cariwright became the Agrarian, a
powerhouse cimefighter strong enough to lift and
throw a 2-ton tractor, Carbwnght was given limited
exposure to the greater public, instead spending
maost of his time fighting comeption and lawless-
pess in the American South, slowly gaining the
trust and support the govermment would need
from Southem blacks during the war that seemed
all but inevitable.

America would need labor from more than
just disenfranchised blacks to win the war. A
munitions factory explosion in late 1940 took
the life of Chicago organized labor champion
Thurgood Hughes, Much to the chagrin of
Chicago's politicians, the tragedy brought the
public spotlight to his wife Esther, an adventure-
some bloecollar firebrand who rallied local
workers under her support and threatened a



general stnke of Chicaga's [aborers unless fac
tory conditions were improved. Although the
government bristled at her tactics and message,
they couldn’t help but admire her tenacity, spirit,
and ability to keep the newsieel cameras
pointed in her direction. Scorpio-2 funded her
factory reforms and hired her on the spot to take
part in their Homefront initiative, At the end of
her si-month training, the arganization outfit-
ted her with a wversatile “rivel gun”™ complete
with high-powered swing-line and grappling
hook: Hughes became Swing Shift, the world's
first superheraine and a symbal to the growing
class of working American women.

INSPIRATION

|1 those early days, the team rarely saw much of
gach other save for rare public appearances and
petriotic rallies, Between maonthly meetings at
which they shared information and receved
briefings from the |ntelligence Arm of Scorpio-2,
the seven members of the Homefront combated
an array of petty criminals, Nazi-sympathizing
Cerman bundists, and Japanese fifth columnists.

The national media exploded with Homefront-
rlated coverage, Government-funded radio
programs tracked the exploits and adventures of
Everyman and his fellows, focusing primanly on
Fveryman, Johnny-cn-the-Spot, and Trick-Shot,
the most popular members of the team. As the
Hamefront's profile rose, other law-minded men
and women emerged from the streets and fields
of America, eager to don a gaudy costume and
strike out against criminals everywhere,

Same stich figures, like the enigmatic ocoult
investicator Mr. Mystery and his ghostly com-
paniort Lady Hex, had been fighting the good
fight fram the shadows for more than a decade.
Others emerged anew, their spirits strengthened
by each Homefront success,

The wave of so-called "Super Heroism" even
touched the armed forces. Several programs
designed to create the perfect soldier for the
coming war had taken place parallel to Scorpio-
1's Everyman Project. While none met with such
staggering success, the military did manage ta
crzate a half-dozen heroes of their own through
dangercus  experiments  involving  chemical
transfusions, deep psionic bacterial submersion,
iradiation, drug regimens, and organ replace-
ment, Foremost among these specimens was
Commander Courage, a fearless Army opera-
tive who would become one of the militany's
most valuable wartime resources.

Tensions seethed across the globe, and grow-
ing desperation about Hitler's activities in
Europe led to a climate of heightened ambi-
tion among the criminal element. The
appearance of the Homefrant and especially
the fantastic inventions of Johnny-on-the-Spot
for the first time revealed that the world was
far more interesting than it had previously
appeared, that the hounds of science had yet
to be crossed and must be as distant as the
horizon, Scores of discredited but undemably
fiilliant scientists tinkered in labs creating all
manner of robot champions, magnetic gizmos,
and weather control devices, ultimately putting
their artifice to the test against the Homefront,

hoping to make a name for themselves by one-
upping lohnny Calhoun and his do-gooder
compatriots. Although newspapers and radio
reparts  declared  them  “mad  scientists”
Seorpio-2 recognized their genius Immediately,
The Homefrant dutifully turmed over a hast of
defeated professors, doctors, and whizzes to
the LIS government, where the imprisoned sci-
entists would form Scarpie-2's  burgeoning
Science Arm,

The appearance of costumed superheroes
inevitably led to the appearance of costumed
cranks who opposed them an political or ideo-
logical grounds—or who simply wanted to hear
their Fanciful pseudonyms an the radio. Early
examples  af serous  Homefront  threats
included the 1solationist, a fiercely national-
istic American who urged non-involvement in
European problems with a device that allowed
him to encase his enemies in an energy-based
stasis field, and the Silver Shrike, a gifted
but troubled inventor/thief who devised a set
of metal wings that allowed him to fly with
great agility and speed. The scheming ancient
sarcerer Kalak the Mystic, an old foe of Doc
Mesmer, troubled the Homefront on three
occasions priar to the war, threatening to tip
the world into chaos until his hest body was
destroyed by Everyman,

The greatest enemies, however, marched
their brutal armies across Western Europe and
plied warships across the waves of the Pacific
Ocean. The Homefrant had been created to
balster support for a war nearly everyone knew
would come. The only remaining guestion was
that of timing.

THE WAR YEARS

As the European situation grew more desperate,
hawkish politicians urged President Franklin
Delanc Roosevelt to bring the “Homefront
weapon” to bear against European fascists, On
December 8th, 1941, one day after the lapanese
attack on Pearl Harbor, the president drafted
the entire Homefront and several other heroes
into. one of three groups that would help
America win the war. More powerful heroes like
Everyman and Doc Mesmer jeined British and
French superhumans already on the front to
form the Victory Legion. A smaller group con-
sisting of [ittle-known crimefighters  and
reformed super-cnminals devoted their talents
ta defeating the Japanese threat in the Pacific
theater. Led by the Army's Commander Courage,
this sp-called Liberty Brigade relied upon sub-
terfuge and hit-and-run  tactics to  severely
distupt the lapanese Imperial Fleet. A third
graup, calling itself the Homefront but consist-
ing of an almast entirely new line-up, remained
stateside, watching aver America’s borders and
protecting against domestic threats.

In America, newsreels proudly (and a bit
saucily) announced the amival of America’s sec-
ond heroine, Miss Moxie, the Cracker-Jack Girl,
The country flocked to her whelesome “good
gifl” image, and it wasn't long before American
bomber crews started painting her image on the
sides of their planes. Thanks to X-15, a special
chemical solution applied to her hands, Miss

META~4 AND
FREEDOM CITY

Mutants & Mastermings designer Steve Kenson's
Frezdam City is a 192-page historical and geo-
graphical overyiew of a superstudded metropo-
lis with adventures, allies, and adversaries on
every street. Because Freagom City focuses tights
Iy on the affairs of one location, it's relatively
easy to use that product in comjunction with
Crooks!, which has a much wider focus,

In Crooks!, much of America's superhuman
activity is centered around the city of Arcadia,
a West Coast metropolis. If you're using
Freedom City in your Mutants & Mastermings
campaign, consider changing most Arcadia
references to Freedom City,

Change references to META-, the govermn-
ment agency tasked with menitoring superhu-
man affairs and combating superhuman men-
aces, to the similar Freedom City crganization,
AEGIS (American Elite Government Intervention
senvice). References to ANTAG, one of the ubig-
vitads “lurking in the shadows™ mad science
organizations so commaon in comics, shold
change to SHADOW, a somewhat similar
Freedom City organization,

Pick and choose elements from  bath
Craaks! and Freedom City that work for your
campaign, and forget about anything you
don't like. Mutants & Masterminds supple-
ments exist to provide you with ideas to make
your own, not to present a hard-core continu-
ity that should be followed slavishly.

Maxie had literally explosive fists and loved
nothing mare than a good fight. The public
adored her,

The presence of American superhumans
tipped the scales in favor of the Allies shortly
after the formation of the Victory Legion, At the
time, Germany had only a half-dozen low-pow-
ered, unstable superhumans, and was forced to
expend extraordinary resources to maintain
their early gains. Nazi secret agents and sympa-
thizers throughout Free Europe and Amenca
attempted to abduct superhumans, scientists,
and mystics, forcing them to give up their
secrets via torture or dissection,

The Beich's greatest biological breakthrough
came in 1943, when Everyman disappeared dur-
ing a reconnaissance mission over  Berlin
America lost hope for its fallen icon several
months later with the appearance of a trio of
Mazi superhumans known as V3, who were
tasked by Adolf Hitler himself to bring the city
of London to its knees. Each of the three men
possessed a limited form of Everyman's invulner-
ability, his ability to fly, and his deadly
eyebeams. Although the Victory Legion pre-
vented the city's destruction by trapping V3 in 2
Void Dimension, other Nazi - superbumans
appeared shortly thereafter, including the allur-
ing bhut deadly speedster Blitz, the orgone
energy manipulator Bien, the seemingly unkill-
able flying dbermensch known as Iron Cross,
and the demented sorcerer Kalak the Mystic,
somehow returned from the dead and inhabit-



ing the body of a ruthless Mazi commandant.
The war entered its most critical phase.

Back at home, the Homefront recerved word
from the Liberty Brigade that a top-secret
lapanese super-destroyer had managed 1o slip
past the MNawy's national defense security
pernimeter. Intelligence sources had known for
years that instead of funding research into
atomic weaponry, lapan had put their best s
entific minds on Project Rising Sun, a
theoretically possible missile that could, upon
contact, unleash a microscopic star, upsetting
local gravity and unleashing unthinkable radia-
tion. With the help of the visiting Doc Mesmer,
the Homefront teleported to the closing ship.

To their surprise, a dozen Japanese superhu-
mans protected the destroyer, the products of
shared scientific knowledge imparted by an
increasingly desperate Nazi regime, Despite being
outnumbered, the Homefront's superior training
won the day, but not before the lapanese ship
|launched its missile at Arcadia, an American West
Coast metropolis crucial to the nation's war pro-
duction. As the missile made its way toward land,
the guickthinking Miss Moxie donned the flying
hamess of her frend Hap Hobday and gave
chase. She outpaced the speeding missile and,
several miles offshore; she punched the weapon
with an explosive haymaker. The solar bomb deto-
nated, killing Miss Maoxie and instantly creating
an Amencan legend.

American heroes. would shed more blood
before the war came to an end. In 1945, after
the surrender of his Japanese allies, Adolf Hitler
engaged in a final, desperate gambit. He gath-
ered all of his superhumans into a single
fighting force and tasked them with one objec-
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tive: destroy London. The ensuing battle on the
streets of England’s capital attracted dozens of
Allied superheroes, all of whom were desper-
ately needed. Hitler had an ace up his
sleeve—V3, rescued from their dimensional
prison by MNagi occultists.

Mearly 20 superhumans and hundreds of civil-
ians died in the Battle of London, including V3
and Blitz. Several Allied heroes were killed, but
none was mourned so heavily as Swing Shift,
the original Homefronter, who was shot by lron
Cross before he fled the battlefield and entered
a life of seclusion.

Although the Battle of London effectively
ended World War Il the resulting destruction of
property and loss of civilian life appalled the
international community. A United MNations reso-
lution passed in 1947 banned world powers
from employing superhumans in war. Amenca’s
heroes once again tumed to fighting crime in
the strepts,

THE 19505

Although international treaties kept them from
actively participating in the Korean War,
America’s superbumans continued to fight for
their government and people at home and
abroad. Agents of Scorpio-2 worked with the
intelligence services of other nations to track
down Nazi war criminals in the decade after
World War 11, Time and again they ran into well-
trained resistance armed with sophisticated
weaponry beyond the scope of known technol-
ogy. Referring to itself as ODESSA, this shadowy
cabal of fascist superspies managed to evade
Scorpio agents for most of the decade, always

shaking their pursuers  somewhere in the
Southermn Hemisphere.

In 1950, Soviet officials requested aid from
Amencan and European mystics regarding & sit-
uation that had gone out of contral in Paoland
Kalak the Mystic, the mask-bound diabolical
ancient Mayan sorcerer prince who had fought
for Germany, had been given rulership of a small
region of Poland as a reward early in the war.
When the Nazi regime fell, Kalak had erected a
magical barier around the city of Gr zow, pre-
venting anyone from entering. ' .e group,
including Mr. Mystery, Lady Hex, Briush druidic
legend Menhir, the immortal St Germain, and
Doc Mesmer, joined a trio of Russian psychics 1o
put a stop to Kalak once and for ail. After they
defeated Kalak, the mystics argued over what to
do with his possessed mask. Unable to reach
consensus, they tumned it over to Scorpio-2.

TRIALS & ERRORS

Just as some warlime heroes retired from public
life, others found themsehes back in the spot-
light, victims of a toment of paranoid
congressional committee investigations headed
by media-milking statesmen who saw commu-
nism in every shadow. Grotesquely invasive
public inguines into the private lives of
American superhumans tumed up the inevitable
scapegoat in the form of the Homefront's Doc
Mesmer, 2 mysterious magician who had cov-
ered up a pre-war life as a Russian-embracing
socialist who fought against fascism in the
Spanish Crvil War. Whipped into a frenzy of Cold
War terror and genuine fear of the occult, the
American public demanded Doc Mesmer be



tried for treason, a potential robbed from the
gavernment by the uncooperative wizard, who
vanished from plain sight at his arraignment.

Additional public inquines also revealed Sibeer
Shiike's shady past, turning America against the
men and women whao had defended its interests
in the prior decade. Controversial propaganda
heroes like the secretly leshian Victory Girl and
the still black Agrarian were pushed aside and
affered healthy pensions with the understand-
ing that they remain out of the public eye.

Disgusted with America's witchhunts and
hypocnsy, wartime hero Commander Courage
gathered several former teammates from the
liberty Brigade years to a special meeting
place on a desolate mesa in Mevada Doc
Mesmer attended covertly, eager to follow
where Courage hinted he could lead, Inventor
Mack Bastion, the Commander's second-in-
command  during  the war, activated his
greatest device, the Difference Engine. With a
teuch of Mesmer's magic, the mechanical mar-
vel opened a portal to another dimension. The
heroes stepped through, leaving the fear and
prejudice of Earth behind to explore the worlds
between the planar folds as a team called
Courage Unlimited.

Some costumed crimefighters continued to
protect the innocent despite government inguiry
and an increasingly hostile public. Longtime vet-
erans like Mr. Mystery and the Pugilist kept to
the cover of night, battling supernatural men-
aces preying off the fringes of society One
Homefronter, Denovan Ross (known to the
world as master archer Trick-Shot) gained wide-
spread popularity, in part because he relied on
fuman skill rather than science or magic to pro-
duce miracle shots and in part because he was a
handsome playboy used to getting what he
wanted. After the war, Ross decided he wanted
io be in the movies, and America responded by
making him a millionaire Hollyweod star,

A NEW HUMANITY

Communism wasn't the only thing Americans
worried about. Instances of children bearing
beneficial mutations ranging from functional
gills to psychic aptitude to enhanced strength or
intelligence exploded following the war The
phenomencn spread from coast to coast, ulti-
mately touching natians throughaut the planet.
Scientists coined these miracle children “parahu-
mans,” a term that soon expanded in meaning
fo include all who possessed “natural® paranor-
mal powers. Mational media swarmed to the
birth of America’s 100th parahuman, a blue-
skinned preternaturally keen child nicknamed
Ailarm Century,

Parahuman births seemed to represent the
ultimate game of chance. Other than a higher
concentration occurmng in America's Pacific
Morthwest than elsewhere, no outside factors
seemed to influence when human parents might
bear unnatural young, The development trou-
bled the rehigious community, who reluctantly
yiewed parahumans as the offspring of man's
reckless relationship with science and con-
tempiible obsession with playing God. Most
fmericans reserved judgement, silently fearing

the day when innocent parahuman children
became dangerous parahuman adults,

TWO BECOMES FOUR

Although Allied superhumans made the differ-
ence in the European theater, America wan the
war in the Pacific thanks in large part to the
unholy devastation of its nuclear weapons pro-
gram. The secret star of that program was Dr,
Harold Hamilton, an unconventional nuclear sci-
entist who had immelated himself in an early
field test. His irradiated brain remained miracu-
lously  alive, however, and was taken to a
Scarpio-2 lab for study. In short order, the organi-
zation developed a speaking machine for the
brain, which supplied theories and data that led
lesser scientific minds to the secrets of nuclear
weapanry, After a Lime, Scorpic-2 technicians
began to treat Hamilton (or what remained of
him] as something of a joke, naming him the
"Atomic Brain.” In 1954, a team of agency scien-
tists developed a robotic body to house
Hamilton's mind, which would allow the genius
ta conduct experiments and move about Scorpio's
underground Washington D.C. headguarters.

Hamilton turned on his benefactors immedi-
ately upon taking control of his new form,
lealousy of others who reaped the public bene-
fits af his research and spending more than a
decade submerged in a jar of nutrient fluid com-
bined to create a spectacle of destruction.
Gleefully calling himself the Atomic Brain,
Hamilton collapsed Scorpio-2's  underground
headquarters, killing hundreds of special agents
and maiming hundreds more. & young agent
named Gavin Fierce watched in harror as a wall
collapsed upon his scientist wife, swearing from
that day forward that he would avenge her
death and bring justice to the Atomic Brain,

The following year, a new government agency
called META-4 assumed Scorpio-2's administra-
tion of superhuman affairs and paranormal
investigations. The near-lunatic "mad scientist”
friinge, many of whom had been captured as
criminals by the Homefront prior to the war, was
deemed responsible for the Atomic Brain disaster
and officially relieved of their duties. Unofficially,
the unconventional thinkers formed the basis of
an ultra-secret govemment-sponsored organiza-
tion called ANTAG [Applied Newral Technology
Advancement Croup), a black-budget operation
nominally controlled by META-4 but in practice
left largely to its own devices.

META-4 divided itself into four branches,
or "arms” in the parlance of the agency. The
Intelligence Arm (who wore yellow uniforms)
was respansible for tracking superhuman and
paranormal threats both at home and
abroad, and dabbled in a fair amount of
good old fashioned espionage to keep things
interesting for its agents. The blue-clad mem-
bers of the Science Arm  continued
Scorpio-2's  origin - programs,  Concerning
themselves with understanding the medical
science behind creating superhumans and
executing their theories in the lab. META-4's
Technology Arm (garbed in green) explored
the boundaries of artifice, while the Security
Arm (in red or black) served as both rank-

and-file guards and highly trained investiga-
tors of paranormal crime.

Gavin Pierce, driven to excellence by his wife's
sacrifice, became META-4s top operative,
bouncing back and forth between service ta the
Security and Intelligence Arms. Pierce followed
the orders of Control, a mysterious cabal in
charge of META-4, and reaped a great reward in
1957, when he was granted the title Everyman

in hanor of Richard Everleigh and to emphasize |

Pierce's importance to American interests,

THE SPACEMEN LAND
(IN HOLLYWOOD)

Everyman wasn't the only one honared in 1957,
Homefronter Donovan Ross received a Best
Actor nomination for his performance opposite
Marlon Brando in Three Harnds Apart, a moving
film about World War I veterans coping with
normal life nearly a decade after retriing from
the Eastern Front He was tragically murdered
while accepting the award on live television, The
perpetrator, a communist would-he rival bow-
man named the Marxman, managed to evade
Justice for his crime.

The world didn't have too long to mourm, how-
ever, as it soon became cbsessed with another
Haollywood phenomenon, this time a 53" blue:
skinned beauty named Nyra Gazz. Calling herself
Miss Martian, the charismatic young alien
spoke wistfully of life on the Red Planet, but
pledged herself to defend the people of Earth
from the sort af crime and evil that had undesr-
mined and ultimately destroyed Martian society.
Everyone believed Miss Martian had superpow-
ers, but almost nobody believed she was really
an alien. Gazz herself remained coy about her
background, often relating anecdotes about her
home planet that didn't square with scientific
knowledge, Most Americans considered her a
friendly, amusing Hollywood make-up act

In 1958, another alien gained the attention
of American authorities, Freed from a self-made
preservation chamber beneath a giant monalith
of Easter Island, the so-called Ancient
Astronaut helped Everyman, lohnry Calkoun,
and a team of META-4 operatives defeat Iron
Cross and a team of Mazi agents, who for mys-
terious reasons wished to see the Astronaut
remain in containment. After the batile, the
strange alien being departed for the stars, but
he returned a year later with tales of a danger-
ous interstellar criminal whe matched the
description of Miss Martian. META-4 ruined
Cazz's Hollywood career, appearing on the set
of her third movie to bring her 1o justice. The
televised battle, in which "America’s sapphire
sweetheart” wickedly murdered more than a
dozen META-4 troops, struck yet anather blow
against costumed heroes, whoe were forced to
take @ much maore subtle approach in the fol-
lowing decade.

THE 19605

Villains like Miss Martian merely dominated the
public consciausness for brief periods. The great
threat, communism, remained strong. At the
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dawn of the 1960s, President John F. Kennedy
urged Americans to "pay any price, bear any
burden, meet any hardship, support any friend,
oppose any foe to assure the survival and suc-
cess of liberty.” Nearly 60,000 Americans would
pay the ultimate price in Vietnam between 1961
and 1975, The conflict dominated the politics of
the decade, spurred social change in America,
and showed in gnsly color film the real human
cost of a modemn conventional war between
nonpowered humans,

From swinging London, a light-manipulating
superhuman called Jack the Lad kept his
nation safe from supenvillains with the full sup-
port of the British government. After suffering
repeated defeats at Jack's hands, a shape-
changing superallain called No-Man bitterly
went into hiding, hatching a long-term strategy
by which he could exploit the world's discomfort
with superhumans while at the same time plun-
dering nations in plain sight and furthenng his
political power. No-Man would next appear on
the public stage as the Unifier, mastermind of
an "alternate United Mations" called Unitrol,
which offered financial and military support to
jeopardized governments around the world.
Sever your ties to the UN, Unitrol offered, and
we will solve all of your problems. By the end of
the decade, Unitrol had marked its first victory
in the West African nation of Zanika, which soon
saw marked improvements in quality of life and
public safety. Amid all the back-patting and
raised eyebrows, no one noticed that Unitrol
had guietly neutralized the nation’s small super-
human population, a plan it would go on to
imitiate successfully again and again up to the
madern day.

A NEW ERA FOR
SUPERHUMANS

In 1963, San Francisco saw the birth of the
decade’s most memorable and socially influen-
tial superteam, a cadre of freespinted
countercultural  adventurers  called  the
Happening. Unlike the teams that had pre-
ceded it, the Happening had no government
sanction, being merely a small organization of
like-minded superhumans who banded together
to fight for justice and all that they considered
good. Although public officials distrusted the
team and warned that they set a dangerous
precedent for future superhumans, team mem-
bers Black Cherry Stone, the Clown Prince,
Camo Kid, the Tantric Avenger and parahu-
man icon Adam Cemtury captured the
attention of the altermative media, who pro-
pelled them into a superstar “cult” popularity
that made them worldwide stars.

While battling menaces like Stereotron, the
Brass Dragon, and the Bad Trip, the
Happening made fighting evil look cool, and
inspired the growing parahuman counterculture
into action of their own. Powered teens across
the nation and the warld began to make them-
selves known, adopting fanciful code names and
donning garish costumes that reflected the
increasingly liberal times. Amerca's political
establishment hated the young heroes, of

course, and initiated several covert plots to dis-
credit the Happening and tear the team apart.
Somehow, they realized, they had to turn public
opinion back against the superhumans to pre-
vent them from gaining true power.

It wasn't a purely imagined threat
Revolutionary supenillains like the illusion-cast-
ing Red Queen uiged Amenica's underprivileged
parahumans ta nse up against their government,
threatening social order in a socety already
rocked by the traditional civil ights movement.
In 1964, that movement came to a head with
the resurgence of Johnny Reb, a Civil War-era
supenvillain who hatched numerous anti-minarity
plots designed to create a race war that would
tear America apart, The Happening failed to
defeat him, forcing Homefronters Quija, Victory
Cirl, and the Agrarian out of retirement to take
lohnny Reb out of commission.

The next year, the Atomic Brain once again
emerged with a plan to bathe the world in
nuclear fire. The Brain's 1957 plot, which
involved nuclear timebombs in twelve American
cities, had required the combined efforts of all
active American superherces to thwart, and had
caused major psychological damage throughout
the Uinited States and the world. The prospect of
going through a similar ordeal again threatened
to upset a nation rife with race riots, where a sit-
ting president had been gunned down in Dallas
anly three years before,

META-S pulled out all the stops to defeat the
Brain, at long lost discovering the whereabouts
of his Volcano Island lair. An extended mission
brought Everyman Gavin Fierce to the South
Pacific hideaway, where he apparently destroyed
the Atomic Brain by pushing the madman's
robotic body inte a bubbling pool of red-hot
lava, The nuclear crisis averted, Amenca fell in
love ‘with the new Everyman, who seemed a
shining example of the very best nonpowered
humanity had to offer.

By the end of the decade, the Happening had
had dishanded after suffering a termible defeat
at the hands of Dr. Dungeon, Gavin Pierce had
retired from META-4 field duty to accept a posi-
tion as the department’s leader, and the
seemingly immortal Atomic Brain returned to
menace the world once more. John Kennedy,
Robert Kennedy, Martin Luther King, Medgar
Evars, and Malcom X were dead. Hundreds of
Americans died every week in Vietnam. Few had
any enthusiasm far what the 1970s would bring.

THE 19705

On May 20, 1973, lifelong occultist Cameron
Friday sold his soul to the Devil, gaining immeor-
tality and a host of arcane powers he would use
to combat crime and evil in his guise as the
Luciferian, an intentionally controversial sor-
cerer who prowled the nightime streets of
Arcadia and enjoyed a strong relationship with
the city’s police commissioner. Over the last three
decades, Arcadia had grown fat with corruption
and crime, and the Luciferian’s sometimes brutal
methods and overwhelming wit and style gained
him many allies in the city's govemment In
1974, Arcadia's mayor relaxed [aws against cos-
tumed vigilantes, and the West Coast metropolis

became a haven for costumed heroes eager to
make a difference. The heroes attracted superhil:
man villains, who flocked to the diy's
burgeoning high-tech industry, which created a
seemingly endless string of state-ofthe-art giz-
mos to steal and fence to the highest bidder. |

The late 1970s saw the development of the
first Soviet superhumans, the most powerful of
which was undoubtedly Aleksandr Solokow, &
brilliant research assistant who became the
state-sanctiored Proletarian after being sub-
merged in a psionically charged tank of
electrolyzed heavy water, The process infused his
immateral soul with a limitless source of cold
fusion, granting him flight, superstrength, and
"Muclear Vision" that allowed him to shoot
tightly focused beams of radiation from his eyes.
The Proletarian appeared to rival the first
Everyman in power, which sent shivers through
the government, who feared a massive advance
in Soviet super-ornigin technology.

Unfortunately for the Russians, Solokov's cre-
ation had accidentally destroyed the science city
of Akademgorodok, taking most of the Soviet
supersoldier program with it Mevertheless, other
communist heroes, including the cosmic-pow-
ered Blazing Star and the loveable bruts
Chapaev, |ent credence to American fears, and
spurred commie-dreading government agents
into action,

ENTER THE
STATESMEN!

America’s defeat in the Vietnam War sent a
shockwave through the nation's power elite,
Patnatic senators who bristled at the increasing
relevance and power of the United MNations
worked behind the scenes lo undermine the
international bans on using superhumans in mil-
itary conflict enacted after the second World
War. While the ultimate victor in the nuclear
arms race remained uncertain, America clearly
dominated the realm of superhuman develop-
ment, with decades-old covert ongin programs,
a dedicated government agency in the form of
META-4, and a young underclass of naturally
occuring parahumans. Should the nation come
under threat, the politicians reasoned, surely the
government would view superhumans as mili-
tary resources expected 1o aid in Amenca’s
defense. Why not meet that day with a govern-
ment-sanctioned  team  of  superhumans
ready-made to protect the nation from attack,
and as a consequence have a highly trained
force of powered operatives on hand in case
they became necessary in the international
arenal

Draped in the bicentennial fervor of 1976, the
resulting team, the Statesmen, featured one
superhuman from each state of the union, They
based themselves in Arcadia, taking advantage
of the mayor's lax supercrime prosecution laws
and the public relations tie to the historic
wartime sacrifice of Miss Moxie,

A core group of ten Statesmen formed the
nucleus of the team. Muclear-powered "Lriplicate
hera" Trinity (Mew Mexico) led this core group
on countless high-impact missions, with smaller



tegms of fess powerful operatives engaged in
mina operations  throughout the  country
fnnit’s: core team also included the simian
intellectuzl Skyscraper Joe (Mew York), avia-
triv detective Kittyhawk (Morth Caralina), the
tanger-laving  sharpshooter Calamity Jane

Doe [Scuth Dakota), and the man-beast
Bigfoot (Washington),
The Statesmen attracted several notable

gnemies, but their most persistent foe may
Nave been Professor Panmic, a bmlliant
rhotics pioneer who used an army of auto-
mated minions in a seemingly endless series
of “audacious crimes, In 1977, the team
knocked Panic’s orbital headquarters, the
Stargoyle, from space, bringing it to a rough
landing in Arcadia, The massive hyper-
gdvanced structure became the team’s
headguarters, and remains a distinctive
Amadian landmark to this day, supplying the
gty with much of its power

The Statesmen finally defeated Frofessar Panic
o a 1979 caper that took them to the isolated
parallel world known as Earth Adiift, where they
abandoned the Professar in an  altemate-
American prison, The team didn't have long to
celebrate, however, as one of their own members,
an unstable lightning-casting religious psychotic
named St Elmo (Massachusetts) went rogue
and brought controversy and heightened public
scrutiny to the team.

Congressional investigations revealed gross
financial wrongdoing related to the team's
administration, and a series of bitter failures in
tie late 19705 and early 1980s sealed the doom
af the Statesmen, whose final demise came in a
tlistering assault of red tape and bad luck.
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By any measure, the 1980s were terrible for
superhumans, Major supers-related catastrophes
seermied to come on an annual basis. By the end
of the decade, the Statesmen would be dis-
banded, the Luciferian would depart Arcadia far
a lost dimension, Soviet superhumans would
make a play for the Kremlin, and thousands of
innacent civilians would be killed during the
greatest  superhuman-related  carastrophe
known to histary. In the last half of the decade,
the American government would ohce again
turn its back on its heroes, fliting with the idea
of increased observation and incarceration for
the nation's parahumans. But an era that ended
in suspicion and tragedy began with hope, as
America laoked to the Statesmen to deliver
them from danger and initiate another century
af LIS, dominance

Cangressional scruting and media criticism of
the team's methods wounded the Statesmen,
bt it took the Atomic Brain to destroy the
team altogether. In 1982, the Statesmen bat-
tled the nuclear menace for the fourth and
final time, hoping at long last to put an end
to his villainy during a lengthy melee atop
Arcadia's tallest skyscraper. At a critical
mament, the Atomic Brain grappled one of
Trinity's three bodies, tearing it nearly in half
and absconding with the remains. Exposed to
harrific levels of radiation, the Trinity third
became Singularity, a dull-witted servitor
creature whom the Brain kept around as a

reminder of his victory over America’s great-
est superteam,

The creation of Singularity much diminished
the remaiming superhumans who had been
Trinity, forcing the team leader into a life of
deep depression and poor field decisions. Othes
team members, sensing the weakness, made
power grabs of their own, and by the the end of
the year the Statesmen were evicted from their
Stargoyle headquarters and the team disbanded
for good.

Several Statesmen retired from public service,
at leng last retuming to their private lives.
Others continued as individual heroes or in
srall, largely unsuccessful spinoff teams. A thired
group turned their attention to Southeast Asia,
where they believed hundreds of unacknowl-
edged prisoners of war still toiled in Vietnamese
prizan camps. An expedition including farmer
Statesmen Hotrod, the Jersey Devil Bunyan,
Babe, and the Connecticut Yankee traveled
to the region, where they discovered widespread
evidence of illegal ClA-sanctioned wars in Laos
and Cambodia. The team rescued more than
400 POWs from captivity, returning them to
America. In thanks for this act of heroism, some-
ore repaid the five superheroes with a bullet to
the base of the skull by the end of 1991, All
were killed at home, while they slept.

World  attention  turned to  Thailand an
December 15, 1985, when a Duran Duran rock
concert at  Bangkok's 700th  Anniversary
Stadium turned into one of the bloediest super-
human-related catastrophes in history. Shortly




into the band's first set, dozens of terrorists
repelled onto the stage, taking the 25000-
strong crowd hostage and demanding a ransom
of $1,000 a head, Supported by two heavily
armed attack helicopters and hundreds of allies
outside the stadium, the terrornist force seemed
utterly unstoppable. Thailand's prime minister
saw little choice but fo capitulate, but the
nation’s king, His Majesty Bhumibol the Great,
had a different plan.

King Bhumibol had been assassinated weeks
earlier by Unifier, who now posed as the hon-
ored sovereign, urging the nation’s leaders to
take decisive action with paramilitary "media-
tors” on loan from Unitrol, who had been
courting Thailand for entry into their alterna-
tive United Nations, In fact, the entire situation
played into Unifier's hands, as he had paid the
“terrorists” to strike against the concert in the

first place.
In a tragic coincidence, the hero team EXCISE
(Extreme  Crisis  Intervention and  Security

Enterprise) amved just as Unitrol's soldiers
attempted to pacfy the situation. More than
1000 civilians died in the ensuing crossfire, and
by the time the dust finally settled, a large por-
tion of the stands had been levelled and all the
terrorists had either been killed or escaped.
Iromically, the military discipline of the Unitrol
teams allowed many civilians to escape with
their lives.

Linitrol washed its hands of the affair and
pulled out of Thailand. Media footage revealed
that much of the collateral damage had in fact
been caused acoidentally by EXCISE members
Moonguake and the Strobe, who died in the
melee along with team leader Hype. The rest of
the team returned to America battered and dis-
graced. Mever before had the world witmessed
their heroes so savagely defeated, not by a mas-
ter criminal but by recklessness, poor tactics,
and chaos. The dark event tainted the world's
blind faith in "super” heroes and ushered in the
Moratorium, a S«ear international ban on
parahuman interventions,

THE MORATORIUM

The chaos of Bangkok '85 forced a sea change
in the world's view of costumed crusaders. No
longer sure where to diaw the line between
supervillains  and superherces, the public
decided to cast them all in the same light In
nations around the world, governments consid-
ered plans to monitor and in some cases
incarcerate superthuman citizens “just in case”
Linitrol spurred on much of this anti-superhu-
man sentiment, pointing to its stabilizing role in
the Thai crisis as evidence that ordinary humans
could often take care of superproblems better
than dangerous costumed thrillseekers.

The United Mations enforced a strict ban on
superhuman involvement in natural disasters
and terrorist interventions, and strengthened the
World War ll-era bans on superhuman involve-
ment in military conflicts. Most superhumans
abided by these new strictures, focusing on bat-
tling minor crime and supervillains at home and
leaving widespread disaster management to the
nonpowered experts,

RUSSIAN TROUBLE

The most famous exception to the ban was
undoubtedly Protonik, the world-famous “hero
of the people” who had been the Soviet Union's
greatest hero, the Proletanan, In 1984, he shook
off his KGB programming and took a new name,
dedicating himself to the solitary pursuit of
helping the world's ordinary citizens. Protonik
swiftly became the exception that proved the
rule during the Moratonum years, and soon
became the world's most powerful superhero,
even if his influence was less powerful in the
United States than it was in nearly every other
nation of Earth.

But things weren't going well in Protonik's
original home. As the Soviet empire began to
crumble, certain hard-ine military elements
sought to take matters into their own hands,
and recruited a number of formerly loyal com-
munist superhumans to their banner. Their most
notable ally, the Blazing Star, managed to take
the battle to the Kremlin itself, where he was
accosted by a small consortium of international
heroes led by Frotonik. The two former friends
resolved the conflict with words rather than fists,
and the Blazing Star abandoned the plot,
shamefully flying to the stars. The bloodless vic-
tory retumed some measure of trust to the
public, wha ence again appreciated their heroes
(if somewhat guardedly) as they entered the
new decade.

THE 19905

While the world breathed a sigh of relief at the
resolution of the Russian crisis, the fall of the
Soviet Union ushered in a period of uncertainty
in Amerca's intelligence communities. They
feared that the collapse of the Soviet Union
might lead to a proliferation of "loose nukes"
and ambitious, unaffiliated superhumans who
might easily fall into the hands of terorists. Ta
this end, the government created the Endgame
Initiative, a small strikeforce of powered and
nonpowered operatives who would operate
under cover behind the ruins of the Iron Curtain,
ensuring the safety of Amerncan interests,

Members of the team included the up-and-
coming META-4 iIntelligence Arm operative
Talia Thorne and a handsome young scientist
named Chase Anthony, who represented the
shadowy forces of ANTAG. During their battles
across Eastern Europe, Thome and Anthony
became fast friends and later lovers, initiating a
passionate relationship that would thrive until
the madern day.

In 1992, Americans elected a progressive,
futurist president named Ben Farmer, a New
England Democrat who urged greater coopera-
tion between “reqular® Americans and the
nation’s superhumans. Quasi-terronst organiza-
tions like the humansfirst militia Baseline
hated the president, of course, and every day
seemed to bring a new death threat to the
White House. In response, President Farmer cre-
ated a new superteam, the Fromt, which would
serve at the whim of the Administration, acting
upon the personal orders of the president and
serving as his bodyguards. The protection
worked until 1995, when President Farmer was

killed by a supervillain called the Fuse while the
Frant battled drug kingpins in Columbia.

The next elected presidemt maintained the
Front, replacing some members to fit his nght-
wing ideology, and established a pattern that
has continued to this day. Each president now
appoints his own favorite superhumans to the
team, a duty seen by many heroes as the great-
est honor possible.

In 1994, the mystenous multinational corpo-
ration Octopus Umbrella filed a patent for
Kelvex, a nearly indestructible self-repairing
wonder-textile that seemed likely to dominate
the world’s garment industry. Kelvex was just
one of numerous world-changing patents filed
by Octopus Umbrella, and untrusting elements
within the government soon called the company
to testify before a Senate investigative commit-
tee to account for its monopoly on several
superscience and alien technological develop-
ments. Little came of the investigation, and
those in the know assumed Illuminati involve-
ment in the company's escape from further
public scrutiny.

TODAY

In 2000, America elected President Bert Lando,
a conservalive former wartime journalist and
superhero  enthusiast whe approaches the
highest office in the world with a Rooseveltian
bombast. Immediately after assuming office,
President Lando stacked his Front with
"activist” superheroes more than willing to
fight dirty to get the job done. Current mem:
bers of the Front include former NFL star
turmed  populanty absorbing  powerhouse
Alpha Male, the chemically active metamorph
Primute, and the satellite-connected battle-
suited champion Radiomega.

Amid growing global chaos after the temible
terrorist  attacks of September 11, 2001,
President Lando pushed through a revolutionary
mandate designating a number of large LS
cities, including Arcadia, as “Free Cities." In
hopes of containing parahuman conflict, super-
heroes and private secunty forces receive
unprecedented jurisdiction within these progres.
sive cities, allowing the federal govemment to
focus on providing relief and protection to the
average non-parahuman citizen. The president
and his administration encouraged Amernca’s
hemes to flock to these districts, which have also
attracted media and insurance corporations,
tourists, and a host of supenvillains,

Yaur campaign home town is one such Free
City. Your heroes, along with the Reserve, the
Front, and other teams, must fight the forces of
evil and protect the innocent of Earth. Standing
in the way will be the army of colorful adver-
saries, manipulative  masterminds, and
treacherous minions found in this book. To make
the world safe, Earth's heroes are going to need
to deal with its Croaks/
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USING MOOKS

Set your heroes up against the likes of the
Atomic Brain every week, and they're likely to
hate you for it Sometimes, you've got to let your
plavers mow through hordes of ordinary joes,
which sounds boring until you realize that in a
superhere game, “ordinary joes” include ninjas,
vampires, giant robots, and superspies.

Many supervillains work with a support struc-
ture of henchmen and less-powerful underings
who can cause fots of trouble for your player
characters and their allies. This chapter presents
stafistics for scores of such willains, lovingly
efered to as mooks, ranging in power level
from | to 20,

Ifnless you've got a good reason to make
fhem more durable, most mooks follow the rules
for minions outlined an p. 127 of the Mutonts &
Measteemings rulebook. This means they don't
suffer hit, stun, and disabled results, If the
mook's Damage save fails, the mook is knocked
out or dead, not disabled. A successiul attack
can have a lesser effect (stunned for stun
attacks, disabled, unconscious, aof stunned for
|ethal attacks), if the attacker wishes to pull his
punch. A5 minions, mooks don't benefit from the
impossible Damage saves rule that allows a

ALIENS

character to take only a single hit an a natural
20 Damage save rall.

With so many injured minions [ittering the
battlegrounds of your campaign, the temptation
is to make these minor characters faceless
nobodies, liwing tenpins just waiting to be
knacked down by heroes on their way to anather
fight. For a bit of added fun, consider fleshing
out the backgrounds of certain mooks to make
the campaign seem maore vibrant and real.

Perhaps a security guard accidentally killed by
an irrespensible hero has a superpowered rela-
tive eager to exact revenge. A high-level ninja
might offer an impressive combatant the chance
to pick up new fighting skills during campaign
downtime, or a seemingly random encounter
with a vampire might set off 2 new direction for
the campaign, with the player characters com-
ing ta grps with becoming vampires themselves,

The mooks in this chapter represent a great
variety of potential enemies, from mundane rent-
a-cops to powerful nemesis demons. Flip through
the chapter from time to time when you're stuck
about where next to take your campaign, and
consider the possibilities each type of mook
offers. Great superhero comics always keep the

reader wandering what's going to happen with
each new issue, and liberal experimentation with
moaks sells the same message in your campaign.,
Always err an the side of inclusivity, and your
players should relish each new game session,

Each maok entry in this chapter begins with a
general description of a broad category, and
ends with statistic blocks for one or more exam-
ples of mooks fitting in that category. As with
the supervillain descriptions in Chapter 4, feats
or powers that originally appear in this book
have been marked with an astensk (*), saving
you the trouble of lecking for them in the
Mutants & Masterminds core rulebook. New
rules appear in Chapter 5 af this valume.

CRaIn TAILLEFER &FTER ©viEd
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Unknown to most of its inhabitants, Earth falls within the Axis, a region of space that
senves as a directional compass-point to interstellar travellers. Countless alien races
inhabit the Axis, but few pay the relatively primitive Earthlings any mind, preferring
imstead to focus on interstellar commerce ar interplanetary conflict.

Watlike natives of an icy, inhospitable world, the broan control an immense empire far from
Earth, and are nghtly hated throughout the galaxy for their cruelty and greed, The reptilian
skoviaks first came to Earth in the 19405, and serve as the secret masters of a mysterious
Maz enclave in Antarctica. Walerans possess rudimentary psionic powers and belong to a
[argely benevolent interplanetary union known as the Mynad.

Broam; FL 3; Imit +0; Defensa 12.(+2 basek Spd 30 ft; Atk +4 meles (+7L, battle axg), +2 ranged (+3L,
blaster pistol); SV Dimg +6, Fort +6, Ref +0, Will +0; Str 12, Dex 10, Con 18, Int 10, Wis 10, Cha 10

Feats: Durability, Endurance, Great Fortitede, Immunity (pressure], Infamy, Toughness.

Powers: MNatural Weapon (tusks} +3 [Source: —; Cost 2 pp; Tatal: 6 pp); Protection +4 [Flow: One
Type (cold only): Cast 1 pp: Total 4 ppl.

Equipment;: Battle axe [+6L), blaster pistol {=31)

Skoviak: FL Z; Init +0; Defensa 11 (+1 base); 5pd 30 ft; Atk +1 meles (+5L, skoviak blaster-staff),
+1 ranged {+5L, skoviak blasterstaff), SV Dmg +0, Fort +0, Bef +0, Will +0; 5tr 10, Dax 10, Con 10,
Int 15, Wis 10, Cha 15

Skills: Computers +4, Diplomacy =7, Knowledge (space) <5,

Feats: Darkvision, Immunity {poison), Leadership, Unshakable Faith (Evak-nor)*,

Powers: MNatural Weapon (beak) <2 [Source: — Cost 2 pp; Tefol 4 pp), Sensory Protection +3
[Source: —; Cost 1 pp; Total: 3 ppl.

Weakness: Cuirk {religious code against killing}

Equipment: Skoviak blasterstaff [+50 damage bonws (meles and ranged), Flow: Device: Source;
Super-5cience; Cost 1 pp; Total: 6 pp)

Waloran: PL 2; Init +0; Dafanse 12 (+2 basa); Spd 30 ft; Atk +1 melee {+15, panch), +1 ranged {+3L,
blaster pistoll; 5% Dimg +0, Fort «0, Ref 0, Will +2wis; Str 10, Dex 10, Con 10, Int 10 Wis 14, Cha 13,
Skills: Diplomacy +5, Sense Motive +6,
Feats: Attractive, Psychic Awareness, Trance.
Power: Mental Protection +1 [Source: Psionic; Cost 2 pp; Total 2 pp|
Equipment: Blaster pistol {+3L)
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The heavily-classified govemment organization known as ANTAG (Applied Neural
Technology Advancement Group) concerns itself with a two-pronged mission of exploring
the boundaries of psionic research and developing miracle-working super-science devices
by embracing unconventional technological theories, regardiess of ethical or moral con-
siderations. So secret has ANTAG become since its formation in the 1950s that not even
META-4, of which it is nominally a part, knows the full details of its existence. |n fact, the
two organizations often work at cross purposes, many of the psychic renegades and out-
landish constructs tracked by META-4 were born in an ANTAG labaratory

The ANTAG operatives detailed below make excellent adversaries for psionic heroes,
whom they may attempt to kidnap and analyze for further study, Technicians specalize in
neutralizing psions, while officers, who also possess psychic abilities, lead field operations.

Technician: PL &, Init +1 [Dex), Defense 16 (+5 base, +1 Dex) Spd 30 fe, Atk +5 melee [Drain
{Wisdom) +6, sprayer], +6 ranged {+3L, light pistol); 5 Dmg +1, Fort +1, Ref +2, Will +5 {Mental
Protection +6, Indomitabbe Will); Str 12, Dex 14, Con 12, 6t 14, Wis 16, Cha 12,

Skills: Diplomacy +5, Knowledge (psionics) +7. Sense Motive +3

Feats: Connected [ANTAG), Iron Will.

Equipment: Light pistol (+3L), Hed-Med™ sprayer [Effect Drain (Wisdom) +6; Range: Touch;
Extra: Area |30 radius), Slow Recovery; Flaws: Device, Range (towch), Limited {only works an charac-
ters with pstonic-sourced powers), Source Super-Science; Cost | pp; Tofal! 6 ppl. braintrap hamess
|Effect; Absorption +&; Flaw: Device, One Energy Type (mental enemgy only); Source; SuperScience;
Cost: | pp; Total: 6 ppl, eyeshield [Effect; Sansory Protection =4; Fower Stunt; Psychic Awareness;
Flaw! Device, Source: Super-Science; Cost; 1 pp; Total 5 ppl, gas mask [Effect Immunity (suffoca-
tion), Flawe Device; Source; —; Total 1 pp], mindblind hood |Effect: Mental Protection +6; Fower
Sturt Indemitable Will; Blow: Device; Source: Super-Science; Cost | pp; Total 7 pp).

Officer: PL 8; Init +3 (Dex); Defense 19 {+6 bass, +3 Dex); Spd 30 ft; Atk +8 melee {+25, unarmed),
+0 ranged (+5L heavy pistol); SV Dmg +1, Fort +1, Ref <3, Will =6 {Mental Protection +8); 5tr 14,
Dex 16, Con 12, Int 14, Wis 18, Cha 14
Skills: Diplomacy +7, Listen +10, Spot +10
Feats; Connected (ANTAG), Indomitable Will, Iron Will, Psychic Awareness, Trance, True Sight,
Powers: Mental Blast +8 [Source: Psionic, Cost 3 pp; Total! 24 pp], Mental Protection +6 [Source:
Pssanic; Cost: 2 pp; Total 12 ppl, SeperWisdom 6 [Seurce: Psionic; Cost 3 pp; Tom!: 18 pp|
Equipment: Heavy Fistol [+5L).

Designed by META-4 scientists in the late 1960s, combots served the organization ably for
mare than 30 years as quardian constructs and manual laborers. Their main function, how-
ever, was to spar with training agents, helping them to perfect their combat techniques.

Notonously unreliable even in their pime, combots suffered from a handful of difficult-to-fix
design flaws that saw them replaced in 1998 by the sturdier Whirlwind trainers. The math-
balled combots were sent en masse to a warehouse in Montana, from which they vanished
mystenously in 2001, Since then, numerous supenallains have enlisted combots in their private
armies and as guardians of their strongholds. Mo one knows who stole the robots or wha's sell-
ing them, but the govemment has outlined their existence as a threat to national secunty and
has ordered its agents to destroy them on sight

Trainer (construct): PL 5; Init +3 (Dex); Hardness 10; Defense 18 (+5 hase, +3 Dex); Spd 30 ft.
Atk +B melee (+35, unarmed), +B ranged (+55, faser fist], 5V Dmg +10, Fort =, Ref +3dex, Will <0
Str 17, De=x 16, Con —, Int —, Wis 10, Cha 1

Feats: Dariovision, Immunity [aging, cold, critical hits, disease, exhaustion, heat, poison, pressure,
starvation, suffocation),

Equipment: Detachahble laser fist (451

Weakness: Cuirk [malfunctions)®

Pawn (coastruct): PL 10; Init +3 (Dex); Hardness 15 Defense 73 (+10 base, +3 Dex); Spd 30 ft., fiy
50 fr; Atk +12 melee (+45, unarmed), +11 ranged (+ 151, Energy Blastk SV Dmg +15, Fort —, Ref =3
Will +0; 5tr 18, Dex 16, Con —. Int 1 Wis 10, Cha |

Feats: Darkvision, Immunity (aging, cold, critical hits, disease, exhaustion, heat, poison, pressure
starvation, suffocation), Radio Broadcast, Radio Hearing,

Powers: Encrgy Blast (GM's choice) +15 [Sowrce: Super-Science; Cost 2 pp; Total 30 ppl, Flight
+10 [Sowrce: Super-Science; Cost 2 pp; Todal: 20 ppl

Knight [construct): PL 15; Init +4 {Dex) Hardness 20; Defense 13 (+2 base, +1 Dex); Spd 30 ft
fiy 50 ft; Atk +20 melee (+255, strike], +19 ranged (+10L, Energy Blast); 5V Dmg +3, Fort — Ref+4
Wil +0; Str 20, Dex 18, Con =, Int 11, Wis 10, Cha 10

Feats: Darkvision, Immunity (aging, cold, critical hits, disease, exhaustion, heat, poison, pressure
starvation, suffocation), Radio Broadcast, Radio Hearing

Powers: Energy Blast (GM's choice) <13 [Sowrce Supes-Stence; Cost 2 pp, Tatall 26 ppl, Flight
+10 [Sowrce; Super-Science; Cost 2 pp; Total 20 pp|, Strke +10 [Sowrce: —; Cost 2 pp; Todad: 20 ppl.
Super-Strength +5 [Source: Super-Science; Cost 4 pp; Tefal 20 ppl.
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Cults serve an important function in a comic book world. While cult members frequently
airl themselves with deadly weapons and even deadlier agendas, in their hearts they're
ordinary people forced into extraordinary, often illegal activities by a charismatic leader
Accordingly, heroes interested in maintaining their public image and good conscience
must pull some punches when fighting against cults, even as the cultists do their best to
make the hera their latest sacrifice.

Consider introducing a cult that views superhumans as the next evolutionary step. Cult
members might attempt to make themselves superhumans by draining powers (or slicing
argans, depending on your campaign style} from herces and implanting those powers
inta themselves. Perhaps such a cult has deified your campaign’s "first” superhuman, and
mambers wear strange costumas similar in color and style ta the costume of a golden age
great. How might a "legacy hero” with the name and costume of that original hero react
f such a cult? How might the cult react to the hero?

I the real world, cults were very popular in the late 1960s and 1970s, as America dab-
bled with the drug counter-culture and the "Mew Age" movement. Consider the
mamifications for modem era campaigns. A lot of thase “summer of love” supervillain cult
leaders are probably nearing the end of their incarceration in the early twenty-first cen-
tury, What happens if the leaders cult grew in respectability while he took a
state-enforced “contemplation period® for the past 30 years? Now out of prison with a
fresh record and an appreciation for how to keep his hands clean, the formerly "nuisance-
avel” villzin has an entire army at his command. What will he do with it?

Cults meed not be religious. Johnny Reb (p. 66) Is a good example of 3 secular cult
ledder, his "Incomuptible Society” trading the usual religious trappings for militant racism.
The statistics below represent his cult, but can be used to madel any outré persanality
sert you wish

Initiate: FL 1; Init +4 (Improved Initiative); Defanse 11 (+1 basa); Spd 30 ft; Atk +1 melee (+21, cer-
emenial dagger); SV Dmg =0, Fort +0, Ref 0, Will -1; Str 10, Dex 10, Con 10, Int 10, Wis &, Cha 10.
Skills: Bluff +4, Diplomacy =4, Gather Information +2, Innuendo +32, Profession {choose one) +4
Feats: Connected (other cult members), |mproved Initiative, Surprse Strike (+1)
Weakness: Quirk {fanatical]*,
Equipment: Ceremonial dagger (+2L}

Adept: PL 2; [nit +5 {Dex, Improved Initiative); Defense 13 [+2 base;, +1 Dex); Spd 30 fr; Atk +4
melee {+31, ceramaonial dagger), +3 ranged (+3L, light pistal}; 5 Dmg +3, Fart +0, Ref +1, Will -1; 5tr
12, Dex 12, Con 12 Int 10, Wis B, Cha 12.

Skills: Eluff +4, Diplomacy +4, Gather [nfarmation +2, Innuendo +1

Feats: Attack Focus [ammed), Attack Focus (ranged), Connected [other cult members}, Improved
Indhiative; Surprise Strike (+1),

Weakness: Quirk {fanatical)®,

Equipment: Light pistol (+3L}, ceremonial dagger (+2L)

Trusted Sibling: PL 3; Init =5 (Dex, Improved |nittativel; Defense 14 {+3 base, +1 Dex Spd 30 ft;
ALk +6 medes (+51, ceremonial dagger), +4 ranged (+50 heavy pistal) SV Dmg +1, Fort +1, Bef +1,
Will +1; 5tr 14, Dex 12, Con 12, Int 12, Wis 8, Cha 16

Skills: EIUfF +6, Diplemacy +8, Innuenda +6.

Feats: Attack Focus (armed), Connected (other cult members), Improved Initiztive, Leadership,
Strprize Strike {+1).

Power: Super-Charisma +3 | Sowrce: Training, Cost: 2 pp; Tetal 6 ppl

Weakness: Quirk (fanatical)®,

Equipment: Heawy pistol (+5L), ceremonial knife (+31).

Highest Among Equals: PL 4, [mit +6& (Dex, Improved Initiatve], Defense 16 (+4 base, +2 Dex);
Spd 30 ft; Atk +8 malee (+61, ceremonial knife), +7 ranged (+5L, heavy pistoll 3% Ding +2, Fort +2,
[ =2, Wl +00 5tr 16, Dex 14, Con 14, Int 12, Wis 10, Cha 14

Skills: Bluff +6, Diplomacy +6, Innuenda +6,

Feats: Attack Focus {armed), Attack Focus (ranged), Connected {other cult members), Improved
|nitiateve, Leadership, Quick Draw, Surprisa Strke (+2)

Power! Super-Charisma +4 [Source: Training, Cost 2-pp; Total B ppl.

Weakness: Cuirk (fanatical)*

Equipment: Heawy pistol (+5L), ceremonial knife [+31),

Most Holy: PL B; [nit +5 [Dex, Improved Initiative); Defense 17 (=6 base, +1 Dex); Spd 30 ft; Atk +8
melee {+6L1, ceremenial dagger), +7 ranged [+5L1 heavy pistol); SV Dmg +1, Fort +1, Ref +1, Wil +2;
a1, Dex 12, Con 12, Int 14, Wis 14, Cha 20

Skills: Biuff +11, Diplamacy +11, Inneendo +11, Intimidate +11, Sense Molive +4.

Feats: Attack Focus {armed), Attractive, Connected (other cult members), Improved Initiative,
Leadership, Minions (Loyalty 18: 1 highest amang equals (PL 4}, | trusted sibling (PL 3), 3 adepts (PL
11,35 initates (PL 1]}, Quick Draw

Pewer: super-Charisma +6 [Sowrce: Training, Cost 2 pp; Tofal 12 ppl.

Eguipment: Heavy pistol (+51), ceremanial knife {+51)
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DEMONS
Demons can fit into even the most “realistic” superhero campaign. In a world with no
dimensicnal travel, they might be magical constructs from a bygone era, loosed from
ancient tombs by the clever or the curious, “Traditionalist” demons might be the loyal ser-
vants of the Biblical Hell, or perhaps they're from one of countless hell-dimensians.

Enforcer demons revel in battle, and often manifest at the behest of a wicked sorcerer
who needs someone killed or something broken. The supremely powerful Nemesis
demons command respect throughout the cosmos,

Enforcer: PL 10; Init +1 [Dex); Defense 13 (+2 base, +1 Dex); Spd 30 Fe, fy 50 ft; Atk +16 melss
[+10L, elaws) or +15 melee (DC 20 Fort save or stunned, horns), +13 ranged; SV Dmg +4 (Protection
+10), Fort +4, Ref +3, Will +1; 5tr 20, Dex. 16, Cap 18, Int 12, Wis 12, Cha 12

Skills: Intimidate +&, Listen +1, Search +1, Serse Motive +1, Spot +1

Feats: Attack Focus (claws), Darkvision, Infamy, Immunity (aging), Power Attack, See Invisibal ity

Powers: Comprehend +1 [Source: Mystical, Cost 2 pp; Total: 2 ppl, Dimensional Travel +5 [Fow:
Limited (One Dimension of GM's choice); Cost 1 pp; Tatal 5 ppl, Flight +10 [Flaw. Restricted
{Wings]; Source, — Cost | pp; Tetal 10 pp), Homs [Efect: Stun +10; Flaw: Range (touch), Source: —,
Cost: 1 pp; Total: 10 pp], Matural Weapon {claws) + 10 [Sowrce: —; Cast: 2 pp, Total: 20 pp), Protection
+10 [Source: Mystical; Cost; 2 pp; Tetal: 20 ppl.

Weakness: Susceptible (items of faith)*: Demons suffer the effects of susceptibility when in sight
of an item of religious significance wielded by a character with the Unshakakle Faith feat.

Nemesis: PL 15; Init +2 (Dex); Defense 22 (+10 base, +2 Dex); Spd 30 fo, fly 75 fo; Atk +17 meles
[+15L, claws), +15 ranged (+10L, Energy Blast); 5 Dmg +4 (Pratection +10), Fort +4, Ref +2, Will +2;
Str 18, Dex 14, Con 18, Int 14, Wis 14, Cha 14,

Skills: Diplomacy +2, Intimidate +4, Listen +2, Search +2, Sense Motive +2, Spot +2

Feats: Darkvision, Infamy, Power Attack, Immunity (aging), See Invisibility.

Powers: Comprehend +1 [Sowrce: Mystical, Cost 2 pp; Talo! 2 pp|, Dimensional Travel +5 [Flaw:
Limited {One Dimension of GM's choice); Cost 1 pp; Toral 5 ppl, Fligkt <15 [Flow! Restricted
{Wings); Seurce; — Cost: 1 pp: Tatal 15 ppl, Natusal Weapon (claws) +15 [$ource: — Cost 2 pp.
Totql: 30 ppl, Protection +10 [Source: Mystical; Cost 2 pp; Tofal 20 pp| Sorcery +10 [Spefls; ESP
Force Field, Hlusion, Mental Blast, Possession, Telepathy, Teleportation: Flowe Excluded Group
{Transformation), Power Stunt Extra Spell; Source; Mystical; Cost: 6 pp; Total: 62 pp).

Weakness: Susceptible (items of faith)*: Cemans sulfer the effects of susceptibility when in sight
of an item of religious significance wielded by a character with the Unshakable Faith feat
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The term "goblin® describes any of a multitude of creatures who trace a common ancestry
te a mystical dimension known as the Primal Sphere. In the distant past, areas of conflu-
ence between the Primal Sphere and Earth's northern Eurape grew strong, and many
“mythological” creatures pierced the veil between worlds. Ancient Vikings sealed the
most significant confluence point, a cliffside portal called the Trollgate, behind a slab of
dweomered iran in the Dark Ages. Kalak the Mystic, unsealed the Trollgate in 1942, hop-
ing ta enlist the swarms of dimensional aliens who emerged, Instead, the creatures
plagued both the Axis and the Allies, and continue to infect Earth

Ihe luddite gremlins, bane of pilots and technicians, delight in destraying technology,
Henchlings serve as the lowest of the goblin ranks, but their statistics double perfectly
for cave-dwellers, mongrel men, or any other sort af diminutive servitor creature a G
might need. More powerful goblin creatures such as ogres and trolls occasionally surface
in Eurape, but are little known in America,

Henchling (goblin): PL 2; Small; Init +1 (Dex); Defense 13 {+2 base, =1 Dex); Spd 20 ft; Atk +5
melee (+5L, hand weapon), +3 ranged [+31, anged weapon), 5% Dmg +3, Fort +1, Ref +1, Will -1; Str
14, Dex 12, Con 12, Int 8, Wis 8, Cha 10.

Skills: Intimidate =4, Listen +1, Spot =]

Feats: Darkvision, Startle, Toughness.

Weakness: Susceptible {sunlight): Goblins suffer the effects of susceptibility when exposed to
direct sunhight. If killed by sunlight, their badies turm to stone

Equipment: Hand weapon (GM's choice) {+3L), ranged weapen (GM's choice) [<31),

Gremlin {goblin): FL &; Small; Init +7 (Dex, Improved Initiative); Defensa 19 (+5 base, +1 sie, +3
Dex); Spd 20 ft, climb 30 ft; Atk +10 melee {DC 16 Will save, Meutralize) or =9 melee [+7L
unarmed); 5% Dmg +5, Fort +0, Ref +5, Will -1; 5tr 12, Dex 16, Con 10, Int &, Wis B, Cha 10,

Skills: Acrobatics +7, Disable Device +9, Escape Artist +6, Intimidate +4,

Feats: Aftack Focus (wnarmed), Darkvision, Evasion, Improved Grapple, Improved Initiative,
Lightning Reflexes, Skill Focus (Disable Device), Startle, Toughness, Weapon Finesse

Powers: Clinging +6 [Source; Mystical, Cost: | pp; Tofal 6 ppl, Matural Weapon {claws) +6
[Source: — Cost 2 pp; Totol: 12 pp]; Meutralize +6 [Extra: Nullification; Fiaws: Limited {devices
anly), Range (Touch); Cost; | pp; Totol 6 ppl, Super-Skill {Disable Device) +6 [Source —; Cast 1 pp;
Total b ppl

Weakness: Susceptible {sunlightl Goblins suffar the effects of susceptibility when exposed to
direct sunlight I killed by sunfight, their bodies tumn to stone



MECHANAUTS
The gargantuan automatons known as mechanauts were first created about 40 years aga
by the deranged but undeniably brilliant Professor Panic, still the world's foremost robat-
ics expert. Until the professor's mysterious disappearance in 1979, the mechanauts served
Fanic exclusively, holding governments hostage and assaulting manuments in an attempt
to blackmail soversign nations into funding the bizarre experiments of a misguided
genius. Since then, mechanauts have fallen into the hands of more than a dozen villains,
Dwnership and use of a mechanaut is illegal by international treaty, and the United
Nations considers the Armageddon mechanaut a weapon of mass destruction. All
Armageddon mechanauts were thought destroyed as early as 1389, but recent schemat-
ics and parts unearthed at terorist training camps in Alaska have rekindled old fears that
previously unaccounted for or even brand new mechanauts might soon appear in the
hands of America’s enemies,

Thunder [construct): FL 10; Huge (25 ft.); Init +0; Hardness 10, Defanse 18 (+8 base, -2 size); Spd
A0 fr, fly 50 fL; Atk +10 melee {+125/reach 15 fr, unarmed), +6 ranged (+10L, Energy Blast—sonic);
3 Dmg +10, Fort — Ref +0, Will +0; Str 18, Dex 10, Con —, Int —, Wis 10, Cha 1,

Feats: |mmunity (aging, cold, critical hits, disease, exhaustion, heat, poison, pressure, stanation,
suffocatian), Radie Broadcast, Radio Hearing,

Powers: Flight +10 [Sowrce: SuperScience; Cosk 2 pp; Total: 20 pp), Growth 8 [Extres: Duration
(permanant], Immovahility, Super-Strength; Flaws Limited (no Protection); Sowrce: Super-Science; Cost
7 pp; Total: 56 ppl. Thunderous Scream [Effect Energy Blast {sonic) +10; Source; Super-5cience; Cost;
2 op; Total: 20 pp)

Armageddon (constract): FL 21; Gargantuan (50 ft); Init+2 {Dex); Hardness 20; Defense 26 (+20
hase, - size]; Spd 60 FL: Atk +21 melee (+175reach 20 ft, unarmed), +18 ranged (+200L/crit 19-20,
Energy Blast—fire); SV Dmg +20, Fort —, Ref +2, Will =Z; 5tr 20, Dex 14, Con —, Int —, Wis 14, Cha 1,

Feats: |mmunity (aging, cold, eritical hits, disease, exhaustion, heat, poison, pressure, starvation,
wiffocation), Improved Critical [Energy Blast), Power Immunity, Radio Broadcast, Radio Hearing,

Fowers: Flight +10 [Sowrce Super-Stience; Cost: 2 pp; Total: 20 pp], Force Field +10 [Source:
SuperScience; Cost 2 pp. Total: 20 pp), Growth +12 [Extres: Duration (permanent), Immovability,
Super-Strength; Flaws Limited (no Protection]; Source! Super-Science; Cost: T pp; Torol 84 pp), Flasma
Blast [Effect: Enengy Blast [fire) #20, Extra; Explosive Blast (100-ft radius); Souwre: Super-Stience;
Cost: 3 pp; Tokal: 60 pp]

MILITARY PERSONNEL
Every two-bit dictator or power-mad terrorist has an army to do his dirty work. Soldiers
display a wide range of motivations: honorable career military personnel, reservists saving
up for college, deadbeats trying to pull their lives together, and even *I'd rather be drink-
ing" draftees who were forced to enlist dunng a time of major political conflict, Training
tends to homogenize these diverse groups, resulting in same commaon bypes.

Use these archetypes as terrorist pawns, mind-controlled killing machines, or even United
Nations Peacekeepers (perhaps supparting a secret one-world-govemment agendal.

Soldier: PL 3; Init +1 {Dex}); Defense 13 (+2 base, +1 Dex), Spd 30 ft.; Atk +3 melee (<15, unarmed},
+3 ranged of -3.-3/-3 ranged (+51, assault rflel; S\ Dmg +3 (Protection +3), Fort +1, Ref +1, Will
+2-5t7 13, Dex 12, Con 12, Int 10, Wis 11, Cha 10.

Skills: Listen +2, Profession (soldier} +4, Search +3, Spot +3.

Feats: [ron Will, Foint Blank Shot, Fower Attack, Toughness.

Eguipment: Azzault rifle [+51 damage bonus, Extra: Autofire; Sows: Device; Source: —; Total: 10
ppl, Body Armor [Effect Armar =3; Sowrce: —; Cost: 1 pp; Total: 3 pp)

Sniper: PL 4; Init +3 {Dex); Detense 16 (+3 hase. +3 Dex); Spd 30 ft; Atk +4 melee {+05, unarmed},
5 ranged or +3,/+3 ranged (7L, rifle), 5% Dmg +0, Fort +0, Ref «3, Wil +0; 5tr 10, Dex 16, Con 12,
Int 10, Wis 10, Cha B

Skills: Climb +2_ Hide +6, Move Silently +6, Spat +2

Feats: Accurate Attack, Attack Focus (ranged weapan), Far Shot, Point Blank Shot, Precise Shot,
Rapid 5hot, Surprize Strike (+2], Talented (Hide and Move Silently).

Equipment: Saiper rifle [+7L damage bonus; Ronge: Normal, Alowe Device; Power Stint
Darkyision; Total: 15 pp]

Officer: PL 5; Init <2 [Dexk; Defense 17 (+5 base, +2 Dex), Spd 30 £, Atk +6 melee [+15, unarmed}),
+1 anged or +1/+1./+]1 ranged (+4L light automatic rfle) or +7 ranged (+3L fight pistol); 3% Dmg
#|, Fort +1, Ref +2, Will +3; 5tr 12, Dex 14, Con 12, Int 12, Wis 13, Cha 14.

Skills: Bluff +5, Climb +2, Diplomacy +7, Gather Information +5, Intimidate +5, Listen +3,
Profession [officer] +3, Spot +3.

Feats: Assessment, Connected, ron Will, Leadership, Point Elank Shat, Power Attack

Equipment: Light mistol (+31); light automatic rifle [+4L damage bonus; Extro: Autofire; Flows:
Device; Sowrce: = Tomll B ppl.
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They manifest from shadows, silent killers who trace their murderous traditions to feudal
lapan. Honorable but deadly warriors, they use stealth to their advantage, sneaking up
on their enemies and defeating them quickly with flashing blades and a flurry of blows
They are the ninja, the silent killers of Japanese legend

lapanese crime syndicates on the islands and abroad utilize ninjas in their illegal
activities, and such activities occasionally bring the mysterious warriors to the attention
of superheroes. A standard ninja is no match for a powerful superhuman, but the most
powerful ninjas attain mystical powers themselves, and are easily the equal of any
caped crusader

Ninjas organize themselves into nine distinct clans (or ryw), each with their own tra-
ditions, dress, and quasi-mystical disciplines. A different Master of Nine Winds
commands each clan, and receives absolute obedience from his or her followers. Most
ninja clans use color-coded uniforms to distinguish between experienced and novice
clan members.

Gray: PL 3, Init +3 {Dex); Defense 16 (+3 base, +3 Dex); Spd 30 i Atk +7 melee (+41, ninja-to), +6
ranged (+3L, throwing stars); 5V Dmg +3, Fort +1, Ref +3, Will +1; 5tr 14, Dex 16, Con 12, Int 10, Wis
13, Cha 10

Skills: Jump +2_ Hide <3, Listen +1, Move Silently +3, Spot +1

Feats: Attack Finesse, Attack Focus (asmed), Dedge. Evasion, Surprise Strike (+2)

Equipment: Ninja-to (+4L), throwing stars (+3L)

Black: PL 5; Init +8 (Dex, Improved |nitiative), Defense 19 {+5 base, +4 Dex), Spd 30 ft; Atk +10
melee (+6L, ninja-to} or +10 melee (+25, unarmed), +10 ranged (+3L throwing stars); SV Dmg +4,
Fort +1, Ref-+4, Will +1; Str 14, Dex 18, Con 12, Int 10, Wis 13, Cha 10

Skillls: Jurmp+2, Hide +4, Listen +1, Move Silently +4. Spot +1

Feats: AlFOut Attack, Attack Finesse, Attack Focus (armed), Aftack Focus (unarmed), Dodge,
Evasion, Heroic Surge (1), Improved Initiative, nstant Stand, Move-By Attack Power Aftack,
Stunning Attack, Surprise Strike (+3).

Equipment: Ninja-to [ +41), throwing stars [+31).

Red: PL 8; Init +3 [Dex, Improved Initiative); Defense 23 {+8 base, +5 Dex): Spd 30 ft; Atk =14
melee (+11L, ninja-to] or +13 meles (+35, unarmed), +13 ranged (+5L, throwing stars); SV Dmg +5
Fort +1, Ref +5, Will +1: 5tr 16, Dex 20, Con 14, Int 10, Wis 13, Cha 10

Skills: Hide +6, Listen +2. Move Silently +6, Spot +2

Feats: Accurate Attack, Attack Finesse, All-Out Aftack Attack Finesse, Attack Focus [armed),
Dodge, Evasion, Improved Initiative, Instant Stand, Move-By Attack, Fower Attack, Stunning Attack,
Surprise Strike =4}

Powers: Deflection 4 [Sousrce Training; Cost 7 pp; Tofalt 8 ppl, Leaping +4 [Source: Training;
Cost: | pp; Total: 4 pp]

Equipment: Ninja-to [+BL), throwing stars (+5L), smoke pellets [Effect; Obscure +2; Ronge
Normal; Flaw: Device; Source: Super-Scence; Tofall 2 pp]

White: PL 12; Init +14 (Dex, Super-Dex, Improved Initiative), Defense 32 (+12 base, +5 Dex, +5
Super-Dex); Spd 30 ft. Atk +18 melee |+13L ninja-to) or +18 melea (£35S, unarmed), +17 ranged
(+8L, throwing stars); SV Dmg +10, Fort «=2, Ref+10, Will +1; Str 16, Dex 20, Con 14, |t 10, Wis 13,
Cha 10,

Skills: Escape Artist +10, Hide +18, Listen +3, Maove Silently + 10, Seanch +2, Spot +3.

Feats: Accurate Attack, All-Out Attack, Attack Finesse, Attack Focus {armed), Aftack Foous
[unarmed), Dodge, Evasion, Improved Initiative, Instant Stand, Move-By Attack, Power Attack,
Stunning Attack, Surprise Strike (+6), Theowing Mastery, Track, True Sight

Powers: Leaping +5 [Source: Training; Cost | pp; Total S ppl, Super-Dextenty +5 [Source
Training: Cost: 4 pp; Total: 20 pp], Super-Senses +3 [Souce: Training: Cost: 2 pp; Totol 6 pp)

Equipment: Assassin Suit [Effect Blending +8; Extra; Clinging +8; Source: Super-Science; Totol 8
pp), ninjado (+10L), throwing stars (+8L), smoke pellets [Effect Obscure +2; fange: Normal, Flow
Device; Sowrce: Super-Science; fofal 2 pp)

Master of Nine Winds: FL 15; Init +14 (Dex, Super-Dex, Improved Initiative), Défense 35 [+15
base, +5 Dex, +5 SuperDex); Spd 30 fi; Atk +21 meles (+18L ninja-to) or +21 meles (+35,
unarmed), +17 ranged (+15L, throwing stars); SV Dmg +10, Fort +2, Ref =10, Will +1; Str 16, Dex 20,
Con 14, Int 10, Wis 13, Cha 10

Skills: Escape Artist +10, Hide =18, Listen +3, Move Silently 420, Search 42, Spot +3

Feats: Accusate Attack, All-Out Attack, Attack Finesss, Attack Focus (armed), Attack Focus
tunarmed), Dodge, Evasion, Improved Initistive, Instant Stand, Move-By Attack, Power Attack,
Stunning Aftack, Surprise Strike {+6], Throwing Mastery, Track, True Sight.

Powers: Lezping +5 [Source: Training; Cost: 1 pp; Total 5 ppl, Super-Dexterty +5 [Source:
Training; Cost 4 pp; Tofal 30 ppl, Super-Senses +3 [Source: Training; Cost 2 pp: Total 6 ppl
Teleportation +7 [Power Stuat: Tumabout; Sowrce: Mystical; Cost: 2 pp; Total 14 pp|

Equipment: Assassin Suit [Effect Blending +8; Extra: Clinging +8; Source: Super-Science, Totaol B
pp]. ninja-to (+15L1), throwing stars (+151), smoke pellets [Effect: Obscure +2: Range Notmal; Source:
Super-Science; Cost: 2 ppl
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In taday's corporate world, you're nothing without a private police force. Retired or dis-
charged police professionals often find solace in the private security industry, whether
making some extra money watching a door for a weekend or working full time to protect
i business mainframe ar private museum fram would-be thieves
At the low end of the spectrum, the rent-a-cop generally has little or no training, and
might even be unarmed. Most are around for show only, and buckle under pressure. They
certainly wion't put their lives on the line for what amaunts to a minimum-wage salary.
The bodygquard and security expert, on the other hand, will take a bullet to protect
their charge, and know their way around weapons and fistfights. Whether protecting a
president, CED, or movie star, they're cautious and on the lookout for any sign of trouble.

Rent-a-Cop: FL 2, Init +0; Defense 12 (+2 base]; Spd 30 fr; Atk =3 melee (+35%, nightstick), +2
mnged (+3L, light pistof); v Dmg +0, Fort +0, Ref +1, Will -1, 5tr 12, Dex 10, Con 10, Int 8, Wis 10
Cha B.

Skills: Intimidate +1, Listen +4, Profession (rent-a-cop) +1, Spot +4, Search +1

Feats: Talented {Listen and Spat),

Equipment: Light pistol (+3L), handouffs [Effect Snare =5; Total 5 pp|, mghtstick (+25),

Bodyguard: FL 4; Init +2 (Dex); Defensa 16 (+4 base, +2 Dax); Spd 30 ft; Atk +8 melea (+45, brass
tnuckles), +7 ranged (+3L, light pisted); SV Dmg +2, Fort <2, Ref +2, Will +1, 5tr 16, Dex 14, Con 14
Int 13, Wis 12, Cha 10,

Skills! Intimidate +2, Listen +3, Spot +5.

Feats: Attack Focus (armed), Attack Focus {ranged), Chokehold, Quick Draw, Take the Fall=
Talented [Listen and Spat).

Equipment: Light pistol (+3L), pepper spray |[Effect; Stun +1; Range: Touch; Soume —; Total: 1pp],
tirass knuckles (+15]

Security Expert; FL 5; init +3 (Dex); Defensa 18 (+5 hase, +3 Dex); 5pd 30 ft; Atk +8 melea (+45,
hrass knucklas), +8 ranged (+5L heawy pistol); 5% Dmg +5, Fort +3, Ref +3, Will +3; Str 16, Dex 16,
Lon 16, Int 14, Wis 16, Cha 10.

Skills: CHsable Device +5, Listen 45, Sense Motive +4, Spot +6

Feats; Assessment, Precise Shot, Quick Draw, Talented {Listen and Spot), Toughness, Track,

Equipment: Heavy pistol (+51), pepper spray [Effect Stun +1; Rznge: Touch; Total: 1pp), brass
Inuicklas (+15), infrared geggles [Efect: Darlovision; Aonge: Personal; Tolal 1 pp].

The armored aeronaut known as Wasphawk serves as the Sky Marshal of Unitrol's
impressive aerial armada, His massive flying fortress, the Hivewing, boasts a crew of 40
minians {35 PL 1 wingmen, 3 PL 2 pilats, 1 PL 3 rocket jockey, and | PL 4 lieutenant) and
appears with Wasphawk's statistics on p. 110.

Wingmen and rocket jockeys zip through the skies on stinger jet-cycles, single-seat
fighter craft armed with the |atest military technology. Pilots fly larger craft such as air-
planes ar Wasphawk's Hivewing

Consider adding sky pirates to your campaign to challenge flying heroes and test their
aerial combiat skills ar to throw an unusual twist into a standard chase or robbery.

Wingman: FL 1) Init +1 (Dex); Defense 12 (+] base, +1 Dex); Spd 30 ft; Atk +0 melee (+05
unamed), +2 ranged [+6L, stinger gqun); SV Dmg =0, Fort +0, Ref +1, Will +0; 5tr 10, Dex 12, Con 10,
Int 10 Wis 10, Cha 10

Skill: Filot 5.

Feat: Combat Pilot.

Equipment: Stnger jet-cycle {see below)

Filot: PL 2 Init +1 [Dex Defense 12 (+0 base, =2 Dest]; Spd 30 ft; Atk +0 melee (+05, unarmed),
2 ranged (+51, heavy pistol); 3 Dmg +0, Fort +0, Ref =2, Will +0; 5tr 10, Dex 16, Con 10, Int 12,
Wi 100, Cha 10

Skills; Computers +5, Pilot +7.

Feats: Combat Pilot, Dodge

Equipment: Heawvy pistol (+5L), bultetproof vest [Effect; Armar +5; Sowrce; — Cast: | pp; Total 5 ppl,

Rocket Jockey: FL 3 Init +3 [Dex); Defense 16 (+3 base, +3 Dex); Spd 30 ft; Atk +5 melea (+25,
mamed ar +41, combat knife), +6 ranged (+3L light pistol); SV Dmg +2 (Protection +5], Fort +2,
hef+3. Will +0; St 14, Dex 16, Con 14, Int 10, Wis 10, Cha &

Skills: Pilot +&

Feats: Combat Pilot.

Equipment: Light pistal (+31), combat knife (+2L), bulletproof vest [Effect Armor +5; Soarce;
st | pp; Total 5 ppl, Stinger jet-cycle (see below).

Vehicle Type  Size  Movement Hardness Armor Bonus Cost  Features
Air Wehicle
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STELLAR GUARD

The Czar (p. 60) imposes his fascist rule on the unfortunate populace of his rogue nation
through a brutally efficent secret police force. The Stellar Guard, composed of the Czar's
most trusted agents, forms the nucleus of the organization. Although armed with Jess
advanced technology than Unitrol's Parahuman Suppression Teams, the Stellar Guard
remains a potential threat to even a well-prepared team of heroes adventuring in the
Czar's homeland or interfering with his machinations abroad,

In keeping with his contempt for humanity, the Czar considers all of his minions
expendable. "Humans will always be willing to throw their lives away for a leader they
can tnily and deeply fear,” he often says.

Most members of the Stellar Guard are disenfranchised former Soviets, nght-wing veter-
ans of the wars in Eastern Europe, and skilled international mercenanes who have run out
of places to de. In retumn for unwavering loyalty, members of the Stellar Guard live as
barons, free to do as they please on lands bestowed to them by the Czar. Their downtrod
den subjects live in constant fear of interrogation.

Each guardsman commands a unit of up to 10 military personnel (p. 25) of assorted
power levels,

Stellar Guardsman: PL 6; Init +1 (Dex), Defense 17 (+6 base, +1 Dex); Spd 30 ft, Atk +8 meles
[+25, unarmed), +7 ranged [+B5, blaster nfle or +65, concussion grenades); SV Dmg +3 [Protection
+7), Fort =2, Ref +3, Will +1; Str 14, Dex 12, Con 14, Int 10, Wis 12, Cha 13

Skills: Demaolitions +2, Gather Information +4, Intirmidate +6, Listen +3, Profession (soldiar] +4,
Search +2, Spat +3

Feats: Infamy, Leadership, Lightning Reflexes, Point Blank Shot, Toughness.

Weakness: Quirk (fanatical)®

Equipment: Blaster rifle {+85), concussion grenades [+65 damage bonus; Range: Narmal; Exin
Area (30¢ radius); Flows Device, Uses (six grenades); Source; —; Totol 6 pp|; taser [Effect: Stun +5
(DT 20); Raage: Normal; flaw: Device; Source: Super-Science; Total: 5 ppl, ot armor [Effect: Armor
+7; Source: —; Total: 7 pp), jet pack [Effect Flight =3; Range: Personal, Flaw: Device; Source; Supes-
Science; Total' 3 ppl.

SUPERSPIES

Superspies with fantastic gadgets and peerless style work for such varied organizations as
America's Central Intelligence Agency, META-4, and the Bntish MI-6 as well as ciminal
outfits such as ODESSA, Unitrol, and ANTAG,

Secret agents serve nearly every govemment and state agency, and can be encoun-
tered just about anywhere. Archive agents first appeared at the dawn of the
twenty-first century; their subdermal circuitry and bio-technological radio systems make
them fawless operatives. The best archive agents don't know they're agents at all
thanks to psionic suggestion or hypnotic programming

Secret Agent: FL 8; Init +3 [Dex) Defense 19 (+6 base, +3 Dex); Spd 30 fi; Atk +7 melee [+15,
unarmed), +3 ranged [+5L, pistol); SV Dmg +1, Fort +1, Ref <3, Will +1; Str 12, Dex 16, Con 12, Int
14, Wis 13, Cha 16,

Skills: Acrobatics +5, Bluff +5, Climb +2, Computers +4, Diplomacy +7, Disable Device +4.
Disgutse +7, Gather Information +9, Hide +5, Innuendo +5, Knowledge (geography) +4, Language
[choose three), Listen +5, Move Sifently 45, Open Lock 5, Profession (choose cover occupation) +3,
Read Lips +4, Search +4, Sense Motive +3, Spot +3, Taunt +5,

Feats: Connected, Diplomatic Immunity®, Meroic Surge (twice per day), Indomitable Will

Equipment: Pistol (+5L), earpiece [Effect: Radio Heanng; Extra; Subtle; Aaw: Device; Total 2 pp).
transceiver cufflink [Effect: Radio Broadcast; Extrg: Subtie; Flow: Device, Total: 2 ppl, whstwatch laser
(+5L) |Extras: Delay, Subtle; Flows Device, Range (touch); Total 5 ppl, x-ray sunglasses |Effect
Penetration Vision (can’t see through lead); Exiro: Subtie; Flaw: Device; Totol: 2 pp]

Archive Agent: PL 10; Init +1 (Dex); Defense 17 (+6 base, +1 Dax); Spd 30 ft; Atk +6 melee (+05,
unarmed), +7 ranged {+3L break-down pistol); SV Dmag +0, Forg +0, Ref +1, Will +3; Str 10, Dex 12,
Con 10, Int 16, Wis 16, Cha 14.

Skills: Bluff +6, Disguise +6, Gather Information +10, Hide +5, Innuenda +4, Knowledge {geog-
raphy) +6, Listen +11, Move Silently +3. Frofession [choose cover profession) +6, Read Lips +4
Search +9, Sleight of Hand +3, Spot +9

Feats: Assessment, Immunity (poison), indomitable Will, Photographic Memory, Radio Broadcast,
Radio Hearing, LHtra Hearing

Powers: Comprehend +10 [Source Super-Science; Cost 2 pp; Tofol 20 ppl subdermal pocket
[Effect Super-Skill {Sleight of Hand) +10; Extro Subthe; Flow: Limited—small oblects only; Sowrce
Super-Science; Cost | pp; Tofal 10 ppl, Telescopic Sense +4 (sight: 50-ft. range increment) |Extrr
Extra Sense (heaning), Cost 2 pp; Totel B pp].

Equipment: Break-down plastic pistol [+3L damage; Aange; Normal, Extro; Subtle; Flaw; Devics;
Cost: 2 pp; Total 6 pp].



TERRORISTS

Smply speaking, a terrorist is any countercultural villain willing to use viclence against
mnacents in pursuit of a political ideology. While the label applies to numerous supervil-
Hins in this book, It alse applies ta the sort of non-powered religious fundamentalists,
extieme natianalists, separatists, and nutjobs wha haunt our real-world newspapers.

S devated is the martyr to his cause that he's willing to sacrifice his life to further the
menemient. He arms himself with a single-use explosive or a vial of deadly chemical pai-
s, manauvers himself into the most destructive surroundings available, and detanates
the bomb or opens his deadly canister, endangering the lives of bystanders and almost
eertainty killing himself in the process, The revolutionary is a leader ar sub-leader wha
miels at both military and diplomatic arts. Revolutionaries often lead small terronst
forces, or serve as favored henchmen to a more powerful supervillain. For rank-and-file
fermamsts, use the Soldier stat block (p. 25).

Wartyr; PL 3; Init +0; Defensa 12 (+2 base); Spd 30t Atk +2 melee (+05, unarmed), +3 ranged [+3L,
ght pistal); 5% Ding +2, Fort +0, Ref +0, Will +2; St 10, Dex 10, Con 10, Int 10, Wis 10, Cha 10,

Skills: Demolitions +3, Diplomacy «4, Intimidate +6, Language {any 1), Move Silently +3,
Profession +4, Hide +3.

Feats: Attack Focus {ranged), Connected, lron Will, Toughness.

Weakness: Quirk {fanatical)*,

Equipment: Explosive device [+10L damage bonus, Extras: Area (50' radius blast), Delay, Subtle,
fgaered (when martyr |oses consciolsness or presses detonator; Flawe Device, Uses (x4, 1 use);
Seitrre: — Total 10 ppl or poison gas [Effect: Drain (Con) «10; Extro: Area (S0-fL radius), Subtie,
Tngaered (when martyr loses consciousness or opens vial); Fow: Device, Lises (x4, 1 use); Soume —;
Tatal: 10 pp]., light pistol {+3L)

Revolutionary: PL &; Init +2 [Dex), Defense 18 [+6 base, +2 Dex); Spd 30 1) Atk +8 melee {+21,
Inifie), +8 or +d+d/+d or +2,42+2 442 ranged (+51, assault nifle); SV Dmg +3, Ref +2, Fort +1,
Will +4: 5t 14, Dex 14, Con 12, Int 14, Wis 14, Cha 18,

Skills: Diplomacy +8, Language (any 1), Intimidats +10.

Feats: Connected, Headguarters {communications, concealment, garage, holding cells, liing
space, workshop), Indomitable Will, Infamy, Iron Will, Leadership, Minions {Loyvalty 16; 25 FL 1
oystandess, 2 PL 2 goons, | PL 3 soldier), Multishot, Rapid Shot, Toughness

Equipment: Assault nfle [+51 damage bonus; Fxfm: Autofire; Fows: Device; Sowrce: = Total 10
o], b (=21,

THUGS
The very first superhero comic featured an astonishingly powerful hero facing off not
against a horde of aliens, a squad of ninjas, or an irradiated glowing brain, but against a
pack of powerless thugs. Ever since, regular joes with a club and domino mask have
glayed a crucial role in comics and comic book raleplaying campaigns. That role? Victim,
Thigs pose no significant threat to a superhuman, but can do a lot of damage to
mystanders and property, Most crumple from & single punch from a strong hero, and few
have any notable powers or abilities. Exceptions exist in the form of the boost-boy and
assassin, Boost-boys, common in underworld organizations, come equipped with an
adrenaline injector melded to the skin near the left shoulderblade. Assassins have
exceptional aim and come equipped with a garote and sniper rifle, Goons fill out the
ranks of standard thugs, as do the two thug types presented on page 154 of the Mitants
& Mosterminds rulebook.

Goom: PL 2; Init +1 [Dex); Defense 13 {+2 base, =1 Dex} Spd 30 ft; Atk +5 melee (+55, club), +3
mnged (+3L, light pistol); 5% Dmg +5, Fort +3, Ref +1, Will -1; 5tr 16, Dex 12, Con 16, Int & Wis 8,
£ha 8

Skill: intimidate +4,

Feat: Toughness.

Equipment: Club {+25), light pistol (+3L),

Boost-Boy: FL 5; Init +2 [Dex); Defense 17 (+5 base, +2 Dex); Spd 300t Atk +10 melee [+45,
unamed); S Dima +5, Fort +3, Ref +2, Will +0; Str 18, Dex 14, Con 16, Int 10, Wis 10, Cha 18

Skills: Intimidate +5, Jump +6, Spot +7,

Feats: All-Out Attack, Attack Focus {unarmed), Chokehold, Improved Grapple, Improved Fin
Power Attack, Takedown Attack, Rapid Takedown, Toughness

Powers: Boost (Strength) +5 [Hlow; Device; Source; Super-3cience; Cost 1 pps Total 5 ppl.

Assassin: PL G; Init +4 {Dex); Defense 20 (+6 base, +4 Dex); Spd 30 ft; Atk +8 melee (garrote), «10
mnged (7L rifle); 5% Dmg +2, Fort +2, Ref +4, Will «1; Str 16, Dex 18, Con 14, Int 12, Wis 12, Cha
14,

Skillsz Bluff +4, Demolitions +4, Disguise +5, Hide +7, Move Silently +6, Spat +4.

Feats: Far Shot, Point Blank Shot

Eguipment: garote [Effect Suffocate +5; Ronge Touch; Total 5 ppl, rifle +7L [Power Stunt:
Slenced, Takal 9 pp].
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The mysterious intemational oroganization known as Unitrol serves the world as an “altermnate”
United Mations. When a disadvantaged nation falls victim to cvil war or intemal strife,
Unitrol diplomats offer the assistance of an impressive mobile military force, which moves in
and takes charge of the situation from behind an impenetrable media blackout, After the
fighting ceases, the now-stable govemment grants Unitral contractors exclusive development
and resource exploitation rights and allows Unitrol advisors to implement a system of true
laissez faire capitalism that funnels a great deal of the nation's wealth to Unitral itself
Shortly thereafter, the government secedes from the United Nations {if it was a member in
the first place) and Unitrol's symbol appears on the nation’s flag.

Muost Unitral “mediators” are soldiers (p. 25) led by efficers {below). The existence of
fighly specialized RH.S.T. (Parahuman Suppressian Team, pronounced "Fist") units sug-
gests an explicitly anti-superhuman agenda, and in fact large numbers of superhumans
vanish during Unitrol's “mediation” efforts.

Officer: PL &; Init +3 {Dex); Defense 17 [+4 base, +3 Dex); Spd 30 ft. Atk +9 malee [+35, unarmed),
*9 ranged or +3/+3/+3 ranged (+51, assault rifle) or +9 ranged (DC 15 Fart save, stun grenzdes,
35" radius); 5V Dmg +2 (Frotection +5), Fort +2, Ref +3, Will +0; Str 16, Dex 16, Con 14, |t 14,
Wis 10, Cha 186

Skills: Diplomacy +7, intimidate +7, Profession (soldier) +6.

Feats: Connected {Unitrel), Leadership

Equipment: AK5-74 assault rifle [+51 damage bonus; Extra; Autafire; Fows: Device; Source: —;
Total: 10 ppj, stun grenades [Effect Stun +5; Extre Area [55-ft radius), Flawe Device, Uses (8];
Source: Super-Science; Cost 2 ppy Tetal 5 ppl, body armor [Efect Armar +5; Source Super-Science;
Cost: T pp; Todol: 5 pp], wrist-mounted computer [Effect Datalink 5 Power Stunts: Datect [super
powers), Radio Broadcast, Radio Hearing; Source: Supes-Science; Cost 2 pp: Tofal: 13 ppl.

PH.5.T: PL B; Init +3 {Dex); Defense 19 (+5 base, +3 Dex); Spd 30 ft: Atk +9 meles {+35, unarmed}
+3 ranged (+6L or Drain {powers) +6, dampener cannon); 5% Dmg +3 (Protection +6), Fort +3, Ref
+3, Will +2 {Mental Protection +&); Str 16, Dex 16, Con 14, Int 12, Wis 14, Cha 12,

Skills: Diplomacy +5, Listen +4, Spat +4.

Feats: Connected (Unitral),

Equipment: Dampener cannon [Effect: Drain {pawiers) +6 | Exfros; +61 damage bonus, &1l Fowers,
Slow Recovery; Flow: Device; Source: Super-Science; Cost 4 pp: Total: 24 ppl. body armor [Effect
Ammor +6; Extro: Mental Protection +6; Power Stunts: Radio Broadcast, Radio Hearing; Source: —
Cost: 2 pp; Total: 14 pp]

Consider creating a vampire nemesis for a heroic mystic, giving the player an excuse for
his character to poke around ancient tomes and forbidden lore.

The bystander was once human, but has since taken on mare decadent appetites,
Perhaps she was an acquaintance of one of your player characters, who hopes to lead the
team into & vampire den where the heroes will be killed and transformed into allied
bloodsuckers. Perhaps it's just ancther nameless minion hunting for foed in & city gone
mad after a solar eclipse,

The term “Fanglord™ applies to any powerful vampire (PL8 or above) whi, through
ruthless deeds, has commanded respect from his fellow bloodsuckers.

Bystander (vampire): PL |, Init +0; Defense 10; Spd 30 ft; Atk +4 melee [+51 and Drain +5,
fangs); SV Dmg +0, Fort +0, Ref +0, Will +0; Str 16, Dex 10, Con 10, Int 10, Wis 10, Cha 12

Skill: Profession (choose one) +4,

Feats: Daikvision, Immunity (aging, disease, exhaustion, poison, starvation, suffocation), Inta
Thin Air {body becomes dust)*

Powers: Clinging +3 [Sowrce: Mystical; Cost 1 pp; Total: 3 ppl, Drain +5 [Flaw: Limited {Con
only); Source; Mystical, Cost 1 pp; Total: 5 ppl, Leaping +2 [Power Stunt Super-leaping; Soune
Mystical; Cost: 1 pp; Total: 4 ppl, Mind Centrol +4 [Flaw: Restricted [gaze); Cost 1 pp; Total 4 ppl,
Natural Weapon (claws) +2 [Saurce: Mystical; Cost: 2 pp; Total: 4 pp|, Matural Weapon [fangs) +2
[Source: Mystical, Cost- 2 pp; Total: 4 ppl.

Weaknesses: Susceptible (hunger, items of faith, sunlight), Vulnerable [stakes),

Elite Fanglord [vampire): PL 8; Init +7 {Dex, Improved Initiative]; Defense 21 (+8 base, +3 Dex);
Spd 30 ft, Atk +11 melee (+12L and Drain +B, fangs), +3 ranged; Sy Dmg +4, Fort +2, Ref =3, Wil
+3, 5¢r 18, Dex 16, Con 14, Int 12, Wis 12, Cha 16.

Skills: Intimidate +15,

Feats: Darkvision, Immunity {aging, disease, exhaustion, poison, <arvation, suffocation),
Improved Initiative, Into Thin Air (body becomes dust)™, Iron Will, Point Blank Shot, Power Attack,
Startle, Toughness,

Powers: Clinging +3 [Source: Mystical; Cost 1 pp; Tofal 3 pp), Drain +8 [Flow: Limited (Con
onlyl; Sowrce: Mystical; Cost 1 pp: Tetal 8 ppl, Leaping +2 [Power Stunt: Super-Leaping; Source:
Mystical, Cost | pp; Toral 4 ppl, Mind Controd +4 [Flaw: Restricted [gazel; Cost: 1 pp; Tetal: 4 pp],
Matural Weapen [claws) +2 [Source: Mystical; Cost: 2 pp; Taral 4 pp), Matural Weapaon (fangs) +8
[Souirce: Mystical; Cost: 2 pp; Totol 16 pp), Super-Chatisma +8 [Fxtro; |ntmidating Fresence: Source:
Mystical; Cost: 3 pp; Total: 24 ppl.

Weaknesses: Susceptible (hunger, items of faith, sunlight), Vulnerable {stakes)



WEREW

Hospital workers and police officers often joke that the full moan brings out the crazies
Iystics and occultists know to fear the full moon for the powerful bind it holds over were-
walves, The template rules on p. 116 allow you to make any creature a werewolf, but
these ready-made statistics provide the basic details for low-level werewolf adversaries,

Bystander (werewolf, masked): FL 1; Init +0; Defense 10; Spd 30 ft; Atk +1 melee (+25,
trarmed); 5V Dmg <0, Fort +0, Ref +0, Will #0; 5tr 14, Dex 10, Con 10, [nt 10, Wis 10, Cha 10,

Skills: Professicn {choose one) +4, Survival +8.

Feats: Scent, Track

Powers: Combat Sense +2 [Source: Mystical, Cost; 1 pp; Totol: 2 ppl, SuperSkill (Survival) +4
Wource: Mystical; Cost 1 pp; Total: 4 pp)

Weaknesses: Transformation (full moon),

fystander (werewolf, lupine): PL 1 Init +4 (Improved Initiathe) Defenss 10; Spd 30 ft Atk +1 melos
[+25 unamedl SV Dimg 0, Fort 0, Ref +0, Will +0r Str 14, Dex 10, Con 10, Int 10, Wis 10, Cha 10

Skills: Profession (choose onel +4, Supvival <8

Feats: Darkvision, Improved Initiative, Improved Pin, Instant Stand, Scent, Track,

Powers: Combat Sense +2 [Sowrce; Mystical; Cost 1 pp; Total 2 pp), Natural Weapon (fangs] +3
{oorce; Mystical, Cost: 2 pp; Total: 6 pp, Protection +5 [Source: Mystical; Cest 2 pp; Tatal: 10 pp]
diperSkill {Survival}y =4 [Source; Mystical; Cost: 1 pp: Total: 4 pp), Super-Strength +4 [Soure:
Mystcal; Cost 4 pp: Total: 16 pp).

Weaknesses: Berserker, Disturbing, Susceptible (hunger), Transfermation (full moan}, Mulnerable
{Eluer weapons)

Soldier (werewolf, lupine): PL 3 Init +5 (Dex, Improved Imitiative); Defense 13 (+2 base, +1 Dex);
ipd 30 [t Atk +7 melee (+45, unarmed), +4 ranged; 3 Dmg +3, Fart +1, Ref+2, Will +2; 5tr 18, Dex
W, Can 12, Int 10, Wis 11, Cha 10.

Skills: Listen =7, Profession [sofdier) +4, Search +3, Spot +3, Survival +4.

Feats: Darkvision, Improved Initiative, Improved Pin, Instant Stand, lron Will, Point Blank Shet,
Fwer Aftack, Scent, Toughness, Track

Powers: Combat Sense +2 [Source: Mystical; Cost 1 pp; Tobal: 2 ppd, Matural Weapon [fangs) +3
[Source: Mystical; Cost 2 pp; Totol 6 pp], Protection +5 [Source! Mystical, Cost; 2 pp; Tatal 10 ppl,
Suoerskall (Survival) +4 [Sowrcer Mystical; Cost | pp; Total 4 ppl, Superstrength +4 [Source
fystical; Cost 4 pp; Total 16 pp|

Weakness: Herserker, Disturhing, Susceptible (hunger), Transtormation (full meon), Yulnerable
[eilver weapons)

ral|

Mindless undead automatons, zombies can make excellent adversaries for even the most
powerful superheroes, One zombie seldom poses much of a challenge, but a horde of a
dozer or more can slow a hero down, or even pin him. For more on zombies and haw to
make any creature a zombie, see p. 118,

Bystander (zombie): PL 1; [nit +0; Defense 10; Spd 20 ft; Atk +2 meles (+85, unarmed); 5V Dmg
0 {Prdaction £12), Fart +0, Ref +0, Will +; Str 18, Dex 10, Can 10, Int 5, Wis 5, Cha 10,

SkHE Profession (choose ane) =1

Feats: Darkyision, Immunity {aging, crtical hits, disease, exhaustion, paison, staration, suffocation)

Powers: Protection +12 [Flaw: Degrades; Sewrce: GM's choice; Cost! 1 pp; Tetal: |2 pp], Super-
Strength +4 [Flow: Limited (doesn’t apply to carrying capacity); Seurce: GM's choice; Cost 3 pp;
fotal 12 ppl.

Weaknesses: Disabled {dull witted ™, mute, slow* |, Disturbing

Eystander (zombie—ravenous dead): PL 1, Init +0; Defensa 10; Spd 20 ft; Atk +5 malee (+85,
inarmed]; 5% Dmg +0 (Protection +12), Fort +0, Ref +0, Will +0; 5t 18, Dex 10, Con 10, Int 5, Wis 5,
Cha 10

Skill: Profession {choose angl +1,

Feats: Darkvision, Detect (life), immunity {aging, critical hits, diseass, exhaustion, poison, stana-
tioft, suffecation]

Powers: Natural Weapon (bite) +4 [Source: — Cost F ppe Totol 8 ppl, Protection +12 [Faw:
(ngrades; Source: GW's choice; Cost: 1 pp; Toral 12 ppl, Super-Strength +4 [Faw: Limited [doesn't
apply ta carrying capacity]; Source: GM's choice; Cost 3 pp: Total 12 ppl

Weaknesses: Disabled (dull witted®, mute, slow™ ), Disturhing, Quirk {ravenous)*,

Seldier (zombie): FL 3; Init +1 {Dex); Defense 13 (+2 base, +1 Dex); Spd 20 i Atk +6 melee [+45,
unamied), +3 ranged; S Dmg +4, Fort +2, Ref +1, Will +2; 5tr 18, Dex 12, Con 14, Int 10, Wis 17,
g 19

Skills: Listan +2, Profession (soldier] +4, Search +3, Spot +3

Feats: Darkvisicn, Immunity (aging, critical hits, disease, exhaustion, porson, starvation, suffoca
ool Iran Will, Foint Blank Shot, Power Attack, Toughness,

Powers: Frotection +12 [Flaw Degrades; Source: Gi's choice; Cost; 1 pp; Total: 12 pp). Super
Siength +4 [Flow: Limited (doesn't apply to camying capacity); Source: GM's chalce; Cost 3 pp;
Tkt 12 pp

Weaknesses: Disabled (dull witted *, mute, slow*}, Disturbing
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In the early 1940s, Amenca raced fevershly toward
the development of a nuclear weapon that could
bring a fast, conclusive victory to World War [l
Numerous teams of scentists worked on cracking
the problem. A young unorthodox atomic theonst
named Harold Hamilton led the most controverszal
and radical team, which urged giant leaps forward
without standard safety and testing procedures, In
those desperate days, dynamism won out over caik
tion, and money poured into Hamilton's ambitious
operation, Hamilton threw himself into the job for
personal reasons, believing that weaponizing
nuclear fusion would be the ultimate accomplish-
ment of mankind, the point when science at long
last crafted the planet’s demise

Disaster struck in  February, 1945, when
Hamilton accidentally detonated an expenmental
nuclear device while inspecting ground zero of a
pending test. The unexpectedly powerful blast
rocked the test site, utterly destroying Hamilton's
body. Semehow, the brain sunived.

Realizing they were out of their league, the sci
entists who discovered Hamilton's green, glowing
brain tumed it over to Scorpio-2, a secret govern:
ment organization tasked with investigating
paranormal and superhuman activity, Scorpio 50-
entists managed to save the brain, locking it ina
clear container filled with nutnent sol tion, Thay
developed a sophisticated maching t' it allowed
the brain to communicate, and once again wel
comed Harold Hamilton to Amenca's nuclear
weapons program

From the MNest, Scomio-2's subteranean
Washington D.C. headguarters, Hamilton eagery
shared his insight with a nval scientific team led
by Robert Oppenheimer. With Hamilton's spark of
mad genius acting as inspiration, Oppenheimers
Manhattan Project tested the first successiul
nuclear bomb on July 16, 1945, Within 8 month,
America dropped two nuclear bombs on Japan
and the war was over in the Pacific Theater. A new
era had been bom

Hamilton acted as a consultant throughout
the late 1940s, warking with Scorpio-2 scientists
to improve the lethality of nuclear weapons and
bringing his mind, greatly enhanced by the dis-
-:Ih'll:_'[I o L'IE‘.ﬂr on Nnumerous rI-rll,!I"l!'Idi Sec Ilrl'[:r' dl'l.ll
scientific issues. Hamilton's Scorpio-2 collabora
tors grew to resent his increasingly autocratic
style, and jokingly began referning to him as the
“Atomic Brain.” Hamilton silently seethed at his
confinement, jealous of others who had gained
wealth and prestige from his brilliance. He peti-
tioned his handlers to create a robotic body that
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muld allow him to interact more effectively
Wl fellow scientists. In 1954, his handlers
frafly agreed, consiructing an automated cas-
Ing attached to a powerful mechanical body,
They couldn't have made a bigger mistake.

Immediately after plugging into his new body,
Hamilton lashed out against his caretakers, fir-
Iy blzsts of radiation generated by his glowing
beain. Announcing himself as the Atomic Brain,
Hamilton bragged of revealing his creation's
e potential to the world, so that all might
appreciate the terrible majesty of his genius.
Loncentrated attacks upon the Mest's super-
stucture resulted in the collapse of Scorpio-2's
feadpuarters and the death of hundreds of
anents. A young special agent named Gavin
fieme lost his wife before his eves in the disas-
tzr,and swore on the spot that he would avenge
e senseless death.

The Atomic Brain survived the collapse, disap-
fearing shortly after emerging from the ribble.
The public at large knew that a government
tiilding had collapsed, but knew nothing of
Sarpia-2 or its unusual mission. Most citizens
iemained oblivious of the scope of the tragedy.
& fustrated and confused LS. government
made quiet scapegoats of the scientists wha
povided Hamilton with his new body. Many had
teen ‘mad” scientists captured by the
Homefront in the prior decade, and their eccen-
FEity no longer seemed so tolerable ina
pust-war world. The government retained the
anices of the most brlliant madmen, shunting
them to the black budget ANTAG organization.

The government mourmed Hamilton's melt
fown ot just because of the deaths in
Washington, The nation's foremost nuclear sci-
ence genius had escaped what had amounted
fo hause arrest and was free to offer America’s
nuciear secrets to the world, Fearing that the
Momic Brain might defect to the Soviets,
Fisident Eisenhaver immediately approved a
s organization that waould rise fram the ashes
if Stotplo-2—a technological superspy service
fnn as META-4, META-4's first assignment
rack down and destroy the Atomic Erain

But the Brain clidn't go to Russia. Instead, he
hid active nuclear timebombs in twelve 115,
afies, threatening to detonate them simultane-
olshy if America didn't [aunch a nuclear attack
an he Soviet Union within 48 hours. Emergency
META-4 squads supported by nearly every active
American supethera disabled the bombs with
only seconds to spare, but the nation grappled
with psychological damage for much of the rest
af the decade, and began to view superhumans
Wilfy increasing suspicion. Gavin Pierce, the star
aent who archestrated the Atomic Brain's
dfzal became the nonpowered darding of
META-A. In 1957, he was given the code name
Eweryman in recognition of his importance to
national secirity and to hearken back to the
legacy of World War l's most famous super-
fieroic martyr

Bitter rivals, the Atomic Brain and Everyman
fought me and again until 1965, when Fierce
Iracked Hamilton to his Yolcane lsland lair for a
firal confrontation, After a lengthy hattle,
faryman pushed the wounded Atomic Brain
e pool of lava, apparently destroying him.

At the last moment, however, Hamiltan's
mutated brain detached itself from its powered
body and flew to safety and a long recuperation.

The Brain reemerged from hiding five years
later, vexing Gavin Fierce immediately after his
retirement from field duty and assumption of
the role of META-4 Control. He battled the
state-sanctioned Statesmen several times, finally
defeating them utterly in 1982 by permanently
splitting triplicate team leader Trinity into three
distinct entities. He abducted one third of the
trie, exposing the nuclearpowered hera to over-
powering radiation that warped his mingd as wel|
as his spirit. The resulting creature, Singularity,
serves the Atomic Brain like a brutal, unimagina-
tive robot

By the 1980s, the Brain had grown tired of his
repeated failures to gain control of Amenca's
nuclear arsenal, He finally tumed his attention
to the Sowviet Union, hoping that the commu-
nists would be mare susceptible to his nihilistic
schemes. But the communists had their super-
heroes, too, and the Atomic Brain found himself
in a titanic struggle against two extremely pow-
erful foes, the Blazing Star and Pratonik. The
Brain especially disdained the nuclear-powerad
Protonik, whom he viewed as an unworthy
inheritor of his personal scientific legacy. He
twice attempted to make Protonik a slave like
Singularity, but the Russian “Protector of the
People” escaped his clutches each time. In 1993,
Frotonik and the Endgame Initiative thwarted a
scheme by the Brain to hold the world hostage
after capturing eleven Soviet ICEMs

Me matter how much he hates Protanik, how-
ever, no enemy had ever quite commanded his
hatred and respect the same way Everyman did.
With the recent death by natural causes of
META-4's storied leader, the Atomic Brain has
become listless, feeling that he must make a
coordinated move against the world now, while
he holds the upper hand. With Pierce's death,
some of the “game” has gone out of the Atomic
Brain, who naw feels that it's fime to bring the
bicgraphy of the warld's greatest scientist to an
explosive fimish,

USING
THE ATOMIC BRAIN

The Atomic Brain is one of the most powerful
supernvillaing on Earth. Whenever he's imolved in
a caper, It's a good bet that the fate of the world
hangs in the balance. Consider foreshadowing
an Atomic Brain appearance early in the cam-
paign. Perhaps the PCs see a more powerful
superhero team defeated by the Brain on live tel-
evision, praving that he’s out of their league (at
least for now). Later in the campaign, a veteran
superhiero tells war staries about his old team's
encounters with the Atomic Brain, including
mentions of grave losses suffered at the hands of
the nuclear mastermind. Try to make your players
nernous about facing off against him—they|l
know it's their duty to take him down when the
time comes, but they should geo into the fight
wondering if maybe they aren't ready,

The Atomic Brain likes to think hig. He
believes that the man whose technology
destroys the world proves himself the world's

SINGULARITY

Exposed to deadly radiation early in his career,
brilliant nuclear physicist Matthew Archer would
have died if not for the Statesmen project, in
which every Amencan state contributed 2 super-
human to a large patriotic team. The government
heavily subsidized New Mexico's program, which
stabilized Archer's mutating bady and granted
him the name Trinity, in recognition of the site of
the Manhattan Project’s first successful nuclear
test. Trinity could split into three distinct superhu-
mans for limited periods, each with his own
distinct personality and powers. Archer made the
perfect team leader for the Statesmen, as his trip-
licate nature allowed him to oversee three teams
af field operatives at onee.

The Trinity “third® known as Singularity has
lest much of his humanity, and serves the Brain
without guestion or regret. His growth powers
and stunning brutality make him an efficent
overmaster for the Atomic Brain's sizable staff.
Singularity's body seems to melt and warp at all
times, making the former hero seem even more
unstable than ke actually is Singulanty is not
technically a sidekick, as he usually serves his
master on solo missions and is encountered with
the Atomic Brain anly on Volcano Island.

Singularity: PL 10; Huge (30 ft); Init +0;
Defense 18 (+10 base, -2 size}; Spd 40 ft.; Atk
+16 melee (+]5L/crit 19-20/reach 10 ft,
unarmed), +10 ranged; S\ Dmg +5 (Protection
+10), Fort +5, Ref +0, Will -2; Str 20, Dex 10,
Con 20, Int 8, Wis &, Cha 8.

Skill: Intimidate +15.

Feats: Attack Focus (umarmed), Immunity
{pressure, radiation, suffocation), Improved Critical
{unamed), Improved  Crapple, Improved  Pin,
Power Attack, Fower Imminity, Takedown Attack

Powers: Dazzle +10 [Aonge: Personal; Extro
Dazzle Burst [50-ft. radius); Flaws: Range (x2];
Cost | pp; Total: 10 ppl, Growth +10 [Source;
Mutation, Cast: & pp; Total 60 pp).

supreme scientist. Frolonging life thraugh medi-
cine has no true scientific victor, being merely a
game of cumulative minuscule contributions
inching forever toward an unattainable goal. Yet
the world will be destroyed but once, He who
determines the finish line wins the race, render-
ing life-giving science meaningless. Harald
Hamiltan is out to destroy the world and every
living thing on it to prove to everyone and to
himself that he is the gréeatest scientific mind
the world will ever know,

And not just amy world destruction will do. For
it to "count" the world must be consumed in
nuclear fire, The Atomic Brain frequently targets
nuclear test sites (espedially in the South Pacific,
near his lair an Volcana lsland), capturing armed
warheads to add to his personal arsenal. Once
he's gathered a handful of nukes, he likes to pick
a nation at random and hold it ransom as the
timer ticks down to launch. Nuclear weapans will
destray the world, he reasons. The people should
be forced to fear his creation appropriately.

Because he has fought the world's superheroes
for lenger than almost anyone else alive, the
Atomic Brain is greatly respected by the supenil-
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lain community. More often than not, the Brain
helds & nation ransom in secret, so more stand-
offs end in massive cash payouts than in defeat
at the hands of superheroes. Many supenvillains
consider working for the Atomic Brain a “sure
thing” in terms of payment. An invitation to join
the Brain in a caper is viewed as a major status
symbal by many superviliains

Surviving an alliance with the Atomic Brain is
another matter entirely, as the nuclear-powered
madman frequently disintegrates subordinates
who faill lum. His minions (soldiers, scientists,
techinicians and the like) fare even more poorly,
and most attempt to stay out of his direct atten-
tion. Many of Volcano Island's scientists are
kidnap victims forced to work for the Atomic
Brain under threat of death

The Atomic Brain particularly hates super-
heroes who derive their powers from nuclear
energy or who owe their careers to some sort of
atomic accident, He prefers to make examples of
such characters by captuning them, torturing his
captives to encourage them to join in his -
sade toward nuclear annihilation.

The Atomic Brain prefers to let his minions and
allies fight for him, but he's not above stepping
into the fray when he's left litte choice ar when
he sees a good opportunity for a crushing
attack. He begins combat by using his Energy
Control to envelop himself in an Energy Field of
radiation. Anyone who touches the field must
make a Damage save against a bonus of +18L
Although he is not a psychic, the nuclear
explosion that granted Harold Hamilton his pow-

STEVE SCOTT
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ers also endowed him with Mental Protection
and Sensory Protection, which grant bim limited
resistance to psychic and Dazzle attacks.

If engaged by a superior hand-to-hand com-
batant, the Atomic Brain takes to the air,
thereafter peppering his enemies with deadly
blasts of radiation. When in extreme danger, he
spmetimes detaches his brain from the robotic
body apparatus, whisking himself to safety via
his Flight power

The Atomic Brain: FL 20; Init =2 [Dex);
Defense 17 [+15 base, +2 Dex); Spd 30 ft., fly
100 ft; Atk +18 melee (+135, unarmed), +19
ranged (+18L, Energy Blast—radiation); SV Dmg
+3 (Protection +20), Fort +3, Ref +2, Will +2
[Mental Protection +10); 5tr 16, Dex 14, Con 16,
Int 20, Wis 14, Cha 16

Skills: Computers <30, Science
physics) +30, Science {robotics) +30

Feats:  All-Around  Sight,  Darkvision,
Headquarters {communications, computers, con-
cealment, defense system, dock, fire prevention
system, Gadgets +20, hangar, holding cells, infir-
mary (Healing +20), solated location, laboratory,
library, lving space (x2), power system, reinforced
structure, securty system, staff, workshop),
Immunity (radiation, starvation), Infamy, Into Thin
Air*, Minions [Loyalty 30), Photographic Memaory,
Power Immunity,

Powers: Energy Control (radiation) +18
[Extras: Energy Blast, Flight; Source: Mutation;
Cost: 4 pp; Tatal: 72 pp), Sensory Protection +10
[Extra; Mental Protection; Source’ Mutation

{nuclear

Cest 2 pp; Total: 20 pp), Super-intelligence +20
[Sotrce: Mutation, Cost: 2 pp; Teral: 40 pp|

Equipment: Robotic body [Effect Armor +20))
Extra; Super-Strength +10; Fow: Device; Source )
Super-Science; Cost 4.1 pp; Totol: 50 pp]

Weakness: Disturbing, Little more than an ira
diated brain attached to a robotic body, the Atomic
Brain cannot pass in normal society. He suffers a -5
penalty on Bluff and Diplomacy checks.

Tears for Everyman: After the death of
Cavin Pierce, the Atomic Brain decided tof
press his advantage aganst META-4, striking
out against several members of the Reserve
a brand-new META-4-sponsored superhuman
team. Hired mercenaries Player 2 (p. 84
Undine (p. 43), and the Toreador (p. 103}
managed to capture Reservists Marathon,
Inferna, and the Minotaur (Mutonts &
Masterminds, p. 11-16), using them ta lure
new META-) Control Talia Thome inta
attacking Volcano Island. Thorme recruits the
PCs along with additional reservists Cyclong,
Gimmick, the Pugilist, Lady Hex, and
Headcase for the assault This 15 an “all
hands an deck” battle royale against at |least
five supervillains, one of whom is more than
capable of taking out a hero in a single
blow. Heroes who manage to survive gain
the appreciation of Talia Thorne, who may
extend invitations to join the Reserve or to
set up a regional branch of the team in the
heroes” hometown
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BACKLGROUND
For a time, Mexican conceptual artist Humberta
was the darling of the world's avant garde art
movement. Years of professional pressure and
the party circuit took their toll on the formerly
religious young man, who became increasingly
more edgy and paranoid. He pushed himself
canstantly to shock the public inta enlighten-
ment and explode the conventional boundaries
of beauty. In this pursuit, he became obsessed
with pain and body modification. Humberto
traveled South Amenca, studying the scarifica-
tion and altered-consciousness techniques of
indigenous tribal shamans,

Many of these seers sensed a shadow on the
artist's soul, and would have nothing to do
with him. Others who detected the mark sim-
ply regarded it as a sign of his destiny, and
shared their knowledge in the hope that his
evil might be mitigated, Some depraved and
twisted shamans assisted Humberto because
they envied his power and sought to share in
it. One such mystic sent the artist an a nar
cotic-fueled vision guest where, in his astral
form, Humberto encountered a cabal of cul-
tured demons

The fiends had been following his career,
and considered themselves fans of his outré
art. In exchange for entry into his social circles
and admittance to future shewings, the
demons enhanced his sense of stimulation
through pain, broadening his artistic horizons.
Before awakening, Humberto had slaughterad
the entire village with his bare hands and
teeth and arranged the gore in complex deco-
rative patterns. |nvigorated by his latest
creation, he set about redefining the artistic
pracess thraugh vialence

Humberto kept the South American incident
secret, but his burgeoning obsession with mutila-
tion soon began to find its way into his work, He
disfigured his own face with a box-cutter, brick,
and tattoo needle, symbaolically severing his ties
to humanity,

Thereafter, he set about systematically dis-
mantling his stardom. Each experimental piece
became increasingly offensive and inaccessible.
His projects, though depraved, had a hauntingly
beautiful aesthetic. The populace was homified,
sociologists were disturbed, and art critics were
delighted, In many alternative circles, his popu-
lanty only grew

Ever evolving, Humberto crossed a line at a
1998 fashion premiere in Milan. He slashed
the faces of some of his models, and stapled




and stitched high-fashion garments directly to
freir bodies, Luckily, the android heroine
Tangerine was scheduled to walk the catwalk
that might. She and the enigmatic hero Savant,
alsa coincidentally in attendance, saved many
Inzs, but Humberto escaped, He proclaimed
fimself the Beholder, ultimate arbiter of the
new beauty, and continued to commit terrorist
atts in the name of art.

Since that horrific event, the Behaolder has
fraveled the world, opening disgusting private
gihibits that cater to humanity's most jaded
tastes, He considers himself an artist first and
foremost, and reacts bitterly to any suggestion
that he is a supervillain, seeing his crimes as
statements of high artistic purpose meant to
spur the world into recansidering  how it
defines heauty,

USING THE BEHOLDER

The twisted crimes of the Beholder fit particu-
[ady well in low-powered, "grim and gritty®
ampaigns. The heroes might be called in to
mediate a tense hostage situation—the artist's
lamest “performance” has endangered terrified
ait patrons, The FCs must make tough choices—
whether to apprehend the deviant mastermind
af rescue an endangered innocent

Especially now that he plays to @ more sophis-
ficated, demonic audience, Beholder considers
the masses mere cattle to be slaughtered and
saved up in delicious works of art, 1t is |ikely
that @ number of disguised demons have infil
fratedd a Beholder show, and won't hesitate to
tefend their cause célébre.

lse the demon statistics an page 24 of this
book to model Beholder's demonic patrans,
but consider making them characters {rather
than minions) and fleshing out their back-
grounds. With a little preparation, you can
fring them back long after your heroes have
defeated the supervillain, opening oppartuni-
fies for further play,

Fegardless of the final body count, Beholder's
crmes -always contain an ironic element, or
wime-declaration of political or social agenda,
Humbesta always wants to make a point,
Bacause of his pop culture populanty, the media
frequently downplays his antics, and the general
puldic has no' concept of the depth of his
depravity. His fans, who frequently track his
movements in Bizarre Mogazine and the like,
take his atrocities in jaded stride.

TACTICS

Should the heroes penetrate the Beholder's
ceterie of demonic and human fans, they face
a psychotic visionary fueled by pain and suf-
fering. Humberto is so accustomed to pain
that wounds energize him, His Strength,
Dexterity, and Constitution all jump to 20
while his nerves are enflamed.

He fights ferociously with an omate dagger,
and s also handy with an automatic heawvy
pistal. His most sinister weapons are the stock
of syringes he conceals in his gloves, each
lpaded with a dehbilitating concoction af con-
ventional drugs and demonic tinciures,

He wuses muscle relaxant and anesthetic
syninges to subdue hostages and enemies taken
by surprise. His psychotropic syringes, which
help his victims to better appreciate his master-
works, activate an array of emotions from horror
to rapture to isolation. He can withstand a great
deal of punishment, but is more interested in
affecting the lives of the banal masses than fac-
ing off against powerful superheroes.

GAME STATISTICS

Beholder: FL 12; Init +2 (+2 Dex); Defense 24
(+10 base, +2 Dex); Spd 30 fr) Atk +11 melee
(+25, syringe or +4L, dagger), +11 ranged {+5L,
heavy pistol); 5V Dmg +12, Fort +2, Ref =1, Will
+1; 5tr 14, Dex 14, Con 14, Int 16, Wis 12, Cha 14

Skills: Bluff +6, Language (Spanish),
Performance (performance art] +10, Taunt +6.

Feats: Human Shield*, Infamy, Motif (per-
formance art)”, Trance,

Powers: Amazng Save (Damage) +10
[Source: Mystical, Cest | pp; Total: 10 ppl,
Astral Projection +3 [Sowrce: Mystical; Cost 5
pp; Total; 15 ppl, Boost +6 [Extros: All Attributes
{physical abilities), Triggered (suffering a hit);
Source: Mystical, Cost 4 pp; Total: 24 pp| Super-
Chansma +10 [Flaw: Limited (avant garde art
fansposeurs); Seurce: Training;, Cost: 1 pp
Total: 10 pp].

Equipment: Anesthesia syringe  [Effect:
Fatigue +8; Extros: Drain  (Constitution,
Strength); Alaws: Device, Range (touch); Source:
— Cost 2 pp; Total: 16 pp], dagger {+2L),
heavy pistal (+5L), muscle relaxant syringe
[Effect: Slow +8; Extras: Drain (Dexterity), Flow:
Device, Range (touch): Sowrce: —; Cost: 1 pp
Total: B ppl, psychotropic syringe [Effect: Mind
Control +10; Flows, Device, Limited {emotion
control), Range (touch), Source: — Cost: 1 pp;
Total- 10 ppl.

Weakness: Disturbing, The Beholder's most
brazen and sacrilegious art crime to date has
been the theft and desecration of the famous
Shrowd of Turin, After handing a humiliating
defeat to a drugged Luciferian, Humberto cut
out the Christlike visage, performed a profane
act with it and sewed the cloth permanently
over his own face. Over the years, it has become
stained with blood, sweat, and filth. Needless to
say, it's a wretched sight, and homifies even the
maost jaded observer. Beneath the shroud is ne
better. Over the course of his mastery of pain,
Beholder has ritually mutilated his face, remov-
ing his nose and mast of the flesh, He suffers a
-5 penalty on Bluff and Diplomacy checks and
cannot pass in public.

| CAPERS

Joanie is Chachi: Dissatisfied with the latest
wave of flash, young Hollvwood celebrities,
Humberto is certain he can do better. While
pondering the secret pornegraphic constella-
tions, he was struck by the notion of a binary
superstar, There is nathing sadder than wan-
ing stardom, and the masses seem to be so
fond of retreads. Why not give them what they
really want? Mix the chocolate and peanut
butter. Force Bing Crosby and David Bowie to
sing Christmas carols together tagether!

The Beholder immediately abducted and
murdered both Marilyn Mansan and Drew
Barrymore, stitching their bodies together
inte a fabulously horrible, asymmetrical,
lurching composite. Once animated with
demonic assistance, the thing retained its
minimal awareness and drive to please. The
third of the audience that didn't run vomit-
ing from the performance found it fresh and
innovative. After the creature’s vaudevillian
sang and dance number, the Beholder took
suggestions from the audience as to who he
should composite next.

Needless to say, these performance pieces
are private, and staffed by a security force of
formidable demons. Human VIFs attend
them, but are unaware of, or simply are too

| jaded to care about, the supematural ele-
ments. Heroes may be exposed to one of
Beholder's shows while infiltrating an unre-
lated criminal erganization, ar may be called
in to act as secunty for a targeted celebrity,

Parking is a Bitch: An insanely wealthy
group of art enthusiasts, suspected to have
ties to the llluminati, approaches the heroes
with an unusual job offer. The Behalder's lat-
est show is sure to be a blockbuster gala,
featuring a who's who of interdimensicnal
high society. The networking opportunities
in pan-axis transit, prote-elemental mining,
and time stream trade are mind-blowing. The
connections the wealthy artists stand to
make could catapult mankind inta a new
age of astral travel and planetary migration.

OFf course, it is still the Beholder's show
and anything could happen, According to
the invitation, horrible demonic predators
will ravage and consume those whom they
telepathically determine are enjoying the
show the least. To further complicate mat-
ters, the gallery is in a squalid neighborhood
on the negatively charged exterior of the
extra-planar Primal Sphere, a region com-
monly known as Hell,

[11]
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Concept: Rogue Military Super-soldiers

Members: Chimera (leader), Behemoth,
Manticore, Undine

Area of Operation: American Northwest

In 19949, a team of three psi-sensitive metanauts
flung their spinits into Astral Space, abandoning
their bodies in sensory deprivation tanks beneath
top-secret ANTAG facilities in Arcadia. After drift-
ing briefly in a vast sea of milky white oblivion,
they came acoss a massive strand of pulsating
energy cords that filled the sky and extended on
an axis into eternity. Amcs of liguid electncty
surged along the strand, and within seconds a
massive blast of myth energy jolted the tno, snap-
ping their spirits back to Earth in a forceful psychic
blast. The strain killed two of the psionic explorers,
but the third survived. That survivor, a_ brilliant
ANTAG super-agent named Chase Anthomy,
gained the ability to create and transmute liquids
within his stomach, allowing him to breathe liguid
fire like the mythical chimera from which he took
his new code-name.

Anthony's transformation gained the atten
tion of the United 5tates military and
intelligence communities, who viewed the astral
monument as a means by which to create an
army of supersoldiers. Chimera took charge of
the so-calied Man-Myth Project, hand selecting
ten candidates from several of the nation's mili-
tary and espionage branches, After months of
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traiming, the candidates were subjected to myth
energy tapped directly from the Aods Strand.

Each candidate developed unusual powers,
and each selected a name from folklore to fit their
new powers and appearances. Like Chimera, the
transformation of the powerhouse Minotaur and
the voice-powered Manticore left those operatives
mare or less physically unchanged. Others, such
as the waterbome Undine and the albino stone-
master Cockatrice, developed an almost alien
beauty. The Griffon gained talons and wings,
while the chameleon-skinned spy known as Snipe
developed a prehensile tail. Behemoth, to his dis-
may, became a monster, and no words could
quite describe the Jabberwiock.

Mimotawr, the candidate with the greatest con-
trol over his mew powers, soon found himself
drafted into senvice with META-4, the government
organization tasked with monitonng Amenca’s
superhuman population. The athers continued to
train as a single team, finally getting a chance to
put themsehves to the test with the outbreak of
Operation Irag) Freedom in 2003

After several early successes in which they dey
astated Special Repubfican Guard outposts on
the outskirts of Baghdad, the team’s military han-
dlers ordered it to infiltrate a heavily defended
Iragi stronghold built into ancient ruins southeast
of Nasinyah. Deep within the catacombs below,
the eight superhumans made a discovery so
mind-blowing that it forever changed the way

they viewed the world. When Chimera radioed
word of the discovery to superiors at Central
Command, his handlers responded by initiating
an immediate missile stnke against the site
killing Gnffon and Jabberwock and trapping the
Snipe beneath thousands of tons of rubble
Enraged at the betrayal and stunned at the
lengths to which the government wauld sink to
protect the unearthed secret, Chimera and his
agents tmed against America, the survivors flee-
ing lrag to regroup and plan their revenge

The team, now calling itself the Bestiary, sur
faced several months ago in Arcadia, when they
attempted to kidnap the visiting Attormey General.
[hree cars in the target's motorcade exploded
when struck with an errant scream of the overzeal-
ous Manticore, accidentally killing seven civilians
The Attormey General escaped the team's clutches
when the heroes Minotaur and Infema amived, and
the defeated Bestiary fled the scene, hunted bath
by their former military masters and by the Arcadia
police. They finally found refuge in an abandoned
700 along the coast, from whence they've since
staged minor attacks against comporate and gov-
emment interests. Three weeks ago, the Cockatrice
fled the zoo and went on a downtown rampage,
tuming several vehicles, stnuctures, and bystanders
into stone. Brought to justice by Knock-Off and the
Minotaur, e now sits in a cell at Abaddon Asylum,
whispering to padded walls the secret once burnied
beneath ancent desert sands.




USING THE BESTIARY
The Bestiary’s secret is left deliberately unstated,
and should be used to facilitate a shift in the
mmpaign to a new plotline of your choosing.
When they first meet, the player characters will
likely consider the Bestiary worthy opponents,
meee than likely battling them to standoff on
more than one occasion, As the campaign contin-
iigs, howsever, the PCs will accumulate mare and
mee power points, making the Bestiary less and
s threatening, When this occurs, bring back the
Bestiary for one last fight. After the battle, ane of
the team should reveal their dangerous and
patentially Earth-shattering secret, propelling the
campaign to its next stage.

If you think it might be fun to explore high-
level political comuption in your campaign,
pehaps the Bestiary discovered hard evidence
that the Linited States entered the war for dis-
tnctly cormupt business reasons. For crazy Silver
Age comic goodness, perhaps they discovered
tat the President of the Linited States is in fact
1 supenvillain robot! 1T you don't care for poli-
ics, perhaps the Bestiary unveiled an item of
wligious or historical importance that casts
doubt upon accepted beliefs., or just say they
fund some weird aliens and call it a day
Whatever you decide the secret should be, use it
foyour advantage in taking the campaign to a
higher level.

CHRISTOPHER WEST
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BESTIARY

HOQ:
THE NEW ZO0O

Once & top regional entertainment destination,
the so-called "Mew Zoo" now lies ruined and
dormant. Owergrown weeds and vines consume
the park's welcome sign, adorned with the like-
ness of zoo mascot Terry the Tapir, Aside from a
few exatic creatures imported by the Bestiary,
only ordinary wild animals dwell on the zoo
grounds. Crows and grackles swarm near the
holed aviary roof, and numerous snakes,
rodents, and small mammals inhabit the once
cutting-edge habitats and enclosures. Chimera
manages the team and the park from a secret
subterranean laboratory reached by passages
scattered throughout the zoo. Several park loca-
tions deserve further comment:

1. Monorail Track: A 40-fi-tall concrete
track surrounds the zoo grounds, with raised
boarding platforms positioned throughout the
park. The monarail stll functions, but the track
itself is in disrepair, having collapsed aver the
tiger habitat several years ago. The Bestiary
might trap prisoners on a mencrail car, sending
them hurtling toward the broken track and cer-
tain doom. Crash victims must make a Damage
save against a +10% damage bonus, Sunvivors
find themselves trapped within the..

2, Endangered Tiger Habitat: Manticore
dwells within the striucture at the northeast cor-
ner of this natural enclosure, which now contains
five ill-treated and starving siberian tigers stolen

by Chimera and given to Manticore as a gift. The
cats know Manticare as their only source of food,
and follow his commands implicitly. (See p. 119
far tiger statistics.)

3. Dolphin Pool & Paradise Lagoon: A set
of rusty bleachers averlooks the drained, Tilthy
dolphin pool, which now serves as home to three
enraged garillas used {against their will] as spar-
ring partners for the brutal Behemoth., The
ravenous primates attack anyone foolish enough
ta enter the pool. Six large circular windows of
reinfarced plexiglass allow for safe observation
from a room below the Aguatic Adventures
building. Two grooved and sealed-over passages
connect the dolphin pool to the massive
Paradise Lagoon, where Undine lives with five
shark companions. (See p. 119 far garilla and
shark statistics,)



BACKGROUND

Throughout the 1990s, Delta Force captain
Brock Majors led numerous covert operations in
Somalia and the Sudan, during which he was
personally responsible for the deaths of count-
less assumed terronsts. As the political situation
in those pations grew more and more danger-
ous, Majors personally assassinated dozens of
foreign civilians, under order from his supernors,
to increase the pressure on local warlords who
were “uncooperative” regarding LIS, interests,
Despite his excellent psychological training, the
emaotional strain soon caught up with him and
he filed for discharge, hoping to put his military
life behind him. Instead, his overseers trans-
ferred him to ANTAG's Man/Myth Project,
where he came into contact with the operation’s
chansmatic leader, Chimara,

Majors eagerly listened to the scientist’s theo-
nes about the myth energy to which the team
would be subjected. He came to believe, as
Chimera did, that the coming experiment would
unlock  some inherent quality of each
Man/Myth agent, triggering a physical transfor-
mation that would reveal their true selves. To
Majors' horror, the energy apparently focused on
his inner rage, warping his body into an unstop
pable bestial juggernaut and twisting his
persanality into that of a constantly enraged
psychopath who breaks into a fit of rage at the
slightest provocation

USING BEHEMOTH

The physical backbone of the Bestiary,
Behemoth seldom operates without his team-
mates, preferring to follow Chimera's lead. As
time goes on, he becomes more and more ani-
malistic, losing rationality and intelligence
month by month, He hates himself and what he
has become, often putting himself in extraordi
nary mortal danger to assist a teammate or to
prove the superionity of his seemingly peerless
strength. He loathes his former companion
Minotaur, who received very similar powers from
his exposure to myth energy but who main-
tained his natural looks and intelligence.

TACTICS

Hand-to-hand combat is one of Behemoth's few
pleasures, as punching, scratching, and
wrestling allow him to burm off the nemnous
energy and anger engendered by his transfor:

mation. Happiest at the center of a fray,

BRIAN STELFREEZE

Behemoth does whatever he can to get himsalf
to the most intense part of any battle, often
seeking out the most physically intimidating of
potential opponents. He believes his transforma-
tion was given form by self-leathing and guilt
over his terrible crimes while part of Delta Force,
and his desire to defeat super-strong enemies
stems in part from a pathological need to prove
that his guilt and self hate exceeds the strength
of even the mightiest foe.

Behemoth: PL 10; Large; Init -1 (Dex); Defense
+13 (+5 base, -1 size, -1 Dex); Spd 30 ft; Atk +13
melee (+205/crit 19-20/reach 10 ft, unarmed),
+6 ranged (+255, thrown car—destroyed on
impact); SV Dmg +5, Fart +5, Ref -1, Will +0; Str
20, Dex 8, Con 20, Int 8, Wis 10, Cha 10,

Skills: Climbh +16, Demoliions +1, Pilot +1,
Language (Arabic), Survival +2.

Feats: Attack Focus (unarmed), Blind-Fight,
Durability, Endurance, Immunity {pressure),
Improved Critical {unarmed), Improved Grapple,
Improved Pin, Indomitable Will, Infamy, Power
Attack, Psychic Awareness, Rapid Takedown,
Takedown Attack, Toughness, Track.

Powers: Amazing Save [(Damage] +10
[Source; Mutation; Cost: 1 pp; Tofal 10 pp],
Growth +6 [Extross Duration  [permanent),
Immovability +6, Super-Strength +10; Faw:
Limited (no Protection); Source: Mutation; Cost
773 pp; Total: 54 pp), Strke +5 [Source
Mutation; Cost 2 pp; Tetal: 10 pp].



BACKGROUND
[hase Anthony was the pride of ANTAG (Applied
Neral Technology Advancement Group), a top-
secrer, scientific thinktank run by the govemment
and tasked with explaring the limits of technology
and the psychic sciences without the fetters of
public scrutiry or arything resembling morality. As
an ANTAG field technician, Anthony joined the
Endgame Initiative, a covert American espionage
unil formed in 1990 to frack loose nukes and
Unstabde superthumans in the detenorating Soviet
Uilon and its former vassal states. While serving
with the Initiztive, Anthony fell in fove with Talia
Thoeme, the team's META-4 representative and a
natural rval for the leadership of the sguad. A
sries of fabulously deadly encounters with the
likes of the Atomic Brain and the Czar strength-
ened their intense romantic bond, which seemed
abils to withstand any hardship,

After the Man/Myth team's betrayal in Irag, the
guvemment tasked META-4's Espionage Arm with
faunting down and wiping out the Bestiary. It was
the ultimate test the lovers had always feared
would come. After an ematicnal encounter with
Talia, Chimera bitterly accepted his fate. Believing
that the peliticians wha betrayed his team were but
e pppets of captains of industry, he's molded the
Bestiary into a political revenge society. 5o far,
ney've destroyed property owned by wealthy indus-
rialists (perhaps including one of the PCs in a
saet (dentity), comupt politicians, and corporate
ciminals with ties to the curent White House
alministration, as well as masterminded the jail-
breaks of dozens of supenillains, all in an attempt
lo draw media attention to (real or imagined, your
thoke] government comuption and to destabilize
fhe systerm that turned its back on them

USING CHIMERA

Chimera fills the role of "noble villain." He'll kill
nnocent bystanders if he must, but he's seldom
50 tallous toward fellow parahumans, whom he
attempts to sway to his way of thinking.

Consider altering his background to include a PC
aibstitute in the role of his farmer flame. Perhaps
the PC worked with Chimera before she became a
fem, and still has fond memories af his kindness,
tirection, and sense of purpose. Can the PC forgive
Anthony for his termble comes? Should shey?

TACTICS
At range, Chimera strikes with his comosive
chemical breath, a product of his exposure to
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the Axis Strand. His powers also allow him to
transmute his internal fluids into any chemical,
which he can then vamit forth in endless quanti-
ties, His Variable Effect (p. 115} power allows
him to simulate nearly any power thanks to
these chemicals, including the creation of flame
retardant foam shielding, lighter-than-air gasses
that allow him to fly, or even specific bload
types to aid battlefield transfusions. When using
Chimera, be liberal with the Hero or Villain
Points to provide an impressive number of quirky
Variable Effects.

Chimera: FL 12; Init +3 (Dex); Defense =23
(+10 hase, +3 Dex); Spd 30 ft; Atk +B melee
(+10L, spittle-covered punch), +11 ranged (+10L,
Energy Blast—chemical), SV Dmg +1, Fort +1,

Ref +3, Will +3; Str 10, Dex 16, Can 12, Int 18,
Wis 16, Cha 18.

Skills: Acrobatics +7, Balance +5, Diplomacy
+8, languages (French, Russian), Knowledge
(the planes) +5, Read Lips +5, Science {genetics)
+8, Sense Maotive +4.

Feats: Attractive, Headquarters (communica-
tions, computer, concealment, defense system,
holding cells, infirmary, laboratory, living space,
pool, power system, security system, workshop),
Infamy, Inspire, Leadership, FPhotographic
Memory, Psychic Awareness,

Powers: Energy Control (chemical) +10
[Extra: Energy Blast (chemical, fire), Snare +10;
Source: Mutation; Cost: 5 pp; Total: 50 pp),
Variable Effect +10 [Source: Mutation; Cost 2
pp; Tetal: 24 ppl.
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BACKGROUND

When Chimera hand-selected the ten Man/Myth
candidates, his first choice was Chuck Rallins, a
Marine who had battled the decaying compse of
Soviet communism with him i the Endgame
Initiative. Rollins had proved time and again that he
could handle the most difficult military assignments,
was fiercely loyal to his nation, and was sarcastic
and selfinterested enough to keep some of
Chimera's stranger plans rooted in reality. Chimera
krew that placing Rallins on the team would lead ta
arguments and maybe even some intemal division
at times, but he hoped the unrest would serve to
keep the team on its toes,

Seconds after Rollins was subjected to myth
energy, he let out a temble scream of concussive
force that burst the walls of his birthing chamber
and destroyed another candidate across the room.
Worse, Rollins coubdn't tum the scream "off" hav-
ing lost even the ability to close his mouth as his
face contorted and twisted in agony. The homified
Chimera began working with ANTAG scientists to
develop a mechanical means by which to control
his friend's terible scream. Within three weeks,
they'd developed a protective battlesuit, jetpack,
claws, and sonic regulator that granted Rolling the
ability to speak. With the final addition of two
wrist-mounted "quill casters” Rollins became the
Manticore. Ostensibly, Manticore is Chimera's sec-
end in command, but lately the sonic centunion has
developed plans of his awn,

USING MANTICORE

Manticore cares nothing for Chimera's politics, and
didn't feel the same sense of betrayal the others
did after discovering the temible secret in lrag
Unipterested in  politics, Manticore thinks the
Bestiary should focus on crimes that will make
them all nch. He can't believe that the team is liv-
ing in an abandoned zoo when they could be lving
it up amywhere in the world,

Perhiaps Manticore offers your heroes an oppor-
tunity to strike against Chimera during an
orchestrated power outage that disables the New
Zoo's secunty system and defenses. In such a case
he won't let any of his teammates in on the opera-
tion, prefeming instead to double-cross the heroes
after they have defeated Chimera and assume |eac-
ership of the team himself

TALTICS

Manticore relishes the powers granted to him
by the Man/Myth Froject while at the same
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time despising the fact that he can never again
pass for a normal man. He's content to play
the role of supenallain, blasting individual ene-
mies from the air with a somic attack or
paralytic quill or closing to melee to slice flesh
with his powerful claws,

Manticore: PL 1 1; Init +2 (Dex); Defense +20 (+8
base, +2 Dex); Spd 30 fi; Atk +12 melee (+12L,
claws), +12 ranged (+10L Energy Blast—sonic) or
+12 ranged (+10L/50-f1 area, explosive quill) or
+12 ranged (DC 20 Will save or become para-
byzed, paralytic quill), 5V Dmag +3, Fort +3, Ref +2,
Will -1; Str 15, Dex 14, Con 16, Int 8, Wis 8, Cha 8

Skills: Intimidate +3

Feats: Aegrial Combat,
Awareness,

Power: Enemgy Blast (sonic) +10 |Exfra:
Deflection;  Flaws:  Full  Power,  Limited

Infamy, Psychic

(Deflection works against ranged attacks only);
Source: Mutation; Cost: 3 pp; Total: 30 pp]
Equipment: Armor [Effect Protection +10;
Flow: Device; Source Super-Science; Cost 1 pp;
Total: 10 pp), clawed gloves [Effect Weapon
+10: Range: Touch; Flaw: Device; Souce: —; Cost
| pp; Total: 10 ppl, explosive quills [Effect
Weapon +10; Range: Normal; Extras: Area (S0
ft. radius), Delay, Multifire; Flows: Device, Lises
=2 (4}, Cast; 2 pp; Total: 20 pp|, paralytic quills
[Effect: Paralysis +10; Range: Nommal, Extra:
Multifire; Flows: Device, Uses (8); Cost: 1 pp;
Total: 10 pp], rocket pack [Effect Flight +10;
Extra:  Super-Flight, Flaws Device, Reduced
Maneuverability (clumsy); Source: Super-Science;
Cost | pp; Tetal 10 ppl. voice modulator
|Effect: Moderates sonic scream to instant dura.
tion; Power Stunt: Immunity (suffocation); Flaw:
Deevice; Source” Super-Science; Total 11 pp].




DAL RN

BACKGROUND

#s 3 young ClA operative, Rachel Wallace spent
mist of her post-graduate years tracking down sus-
pected Muslim  extremists  throughout  Westem
Europs, presenting herself as the daughter of a
wealthy American industnialist sympathetic to the
plight of Palestimian militants. Her cool demeanor,
natural charisma, and extensive knowledge of
Middle Eastern history, cultire, and politics allowed
hier to infiltrate temorist cells despite her gender and
paticnality, After the 911 terrorist attacks, the gow-
Emment’s pricvities far the Man./Myth superhuman
fzam shifted ovemnight from combating parahuman
mminals to tracking down and destroying terronst
fhreats. Wallace fit the new program perfectly.

Exposure to myth energy transformed Wallace into
Ihe greenrskinnied aquatic agent Undine, named for
the water spints of ancient legend, Undine developed
fantastic control over wates, allowing her ta blast or
ond enemies from afar, breathe undenwater, and
piEn condense ambient water molecules, granting
her the ability to fly. Despite her new (and apparently
awiftly increasing) ahilities, Undine's greatest asset
Emains her intelligence and diplomacy, twa trarts
that come inhandy in her role as the Bestiany's offi-
oz emissary to ather supenvillains,

She and Chimera currently share a convenient
mmance, althaugh she rightly suspects that the
team's leader would dump her in an instant if he
could ever canvince his true love, META-4 Contral
Talia Thorme, to join the side of the Bestiary. Still,
Chimera trusts her mare than anyone else on the
team, and she has yet given him any reason to
douht her loyalty.

USING UNDINE

Copsider using Undine as an introduction to the
entiee Bestiary by placing her in an encounter
with a villain already familiar to your heroes. This
works particularky well if the villain isn't expecting
the player characters' arrival, making it logical
that they may have interrupted an important
meeting between the villain and potential allies
in the Bestiary. After proudly sending her to
peison, the heroes [ater learn to their horor that
she has been freed by Behemoth, Chimera, and
the Manticore, all of wham now know of the PCs
and might decide to plot revenge,

Undine attempts to woo newly met superhu-
mans to the side of the Bestiary, promising that
Lhimera and his followers are on the side of nght.
Depending upon the terible secret unveiled in
Irag. she may or may not be lying. IF [=ft to circu-
fate in the dark comers of parahumanity, she

BRIAMN STELFREEZE

might saan rally dozens of additional agents to
the Bestiary.

TACTICS

Undine would rather flee than fight out of her ele-
ment, 50 she's most often encountered near a
large body of water. One of her favarite tricks is to
catch & submerged enemy in a Snare, fording him
o make successful DC 10 Constitution checks or
begin to drown. Though she doesn't consider her-
self a killer, she had to do a lot of nasty things as a
spy, and isn't above taking someone out to protect
her life or her mission. When faced with an obui-
ously superior physical combatant, Undine takes
to the sky and attempts to Snare the powerhouse,
opening the victim to attacks from her teammates,

Undine: PL 10; Init =3 (Dex); Defense 422 (+9
base, +3 Dex); Spd 30 fr, fly 45 ft, swim 75 ft; Atk
+B melee (+91, claws), +11 ranged (+95, Elemental
Blast—water}: SV Dimg +1, Fort +1, Ref +3, Will +2:
Str 10, Dex 16, Con 12, Int 16, Wis 14, Cha 16.

Skills: Diplomacy +8, Gather Infarmation +5,
Knowledge (gecpalitics) +5, Languages {Arabic,
French, Russian).

Feats: Amphibious, Animal Affinity*, Infamy.

Powers: Element Control (water] +3 [Exrs
Elemental Blast, Elemental Movement (Swimming
+9), Flight +9, Shape Element Power Stunts:
Elemental Snare, Suffocate; Source: Mutation; Cost
6 pp Toral 58 pp) Matural Weapon [daws) +9
[Souree: Mutation; Cost 2 pp; Total: 18 pp].
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Harrison Mash groomed his son from birth to
eventually assume comtrol of the family busi
ness, an aggressively amoral high-techrology
research and development firm called Mash
Teletronics. With the vast proceeds generated hy
the company, Mash lavished young Daniel with
a staggeringly expensive education. A cadre of
tutors worked day and night to instruct the bay
or the intricacies of international finance, com-
puter science, and the budding field of robotics
The bay excelled at his studies, finishing high
school at the age of 11 and completing his
undergraduate studies just two years later.

Shortly after achieving his doctorate in 1994,
Daniel's fife fell apart. For the past decade, gov-
ernment regulators had been sniffing around
Mash Teletronics, suspecting widespread cormup-
tien on the board of directors and collusion with
several terronst organizations

The suspicions tumed to outright indictments
in 1995, when the fustice Department accused
Harrisor Mash and his company of providing
material support 1o terronists in the form of pri
vately contracted super-science devices wielded
by a handful of supervillains, The indictment
cited several similarities between the illegal
technology and Nash methodelogy, igniting a
media explosion and several months of tele-
vised trials.

Mash Teletronics stock plummeted, hundreds
of scientists and technicians fled to competing
firms, and the money that once sustained
Daniel's education and lifestyle was diverted to
the company’s legal defense, Hamison Nash
became obsessed with protecting his "good
name,” and all but ignored his son.

Disdainful of his father's new prionties,
Daniel abandoned his position as a 17-year-old
junior executive to dedicate his life to the one
pastime his father had always considered his
mast wasteful indulgence—snowboarding

Daniel became "Danny,” and embraced his
new life as a pro-am shredder without any
responsibilities beyond keeping his board waxed
and his bed warmed with the bodies of numer-
ous female admirers. Unfortunately, he wasn't
guite good enough ta make it as a professional
snowboarder, and never achieved ultimate suc
cess on the slopes despite his affinity for the
sport. His embittered father tumed off the
maoney spiget, forcing Danny to return to Nash
leletromics or take up honest work.

[he young man resentfully returned ta his
father's side, where he was assigned to a top-



secrel. coolant suit project. With access to
bleeding-edge computers and manufacturing
resaurces, Mash completed the armored cool-
dit in record time, spending most of his time
o & project he kept secret from even his
father—a flying snowboard that at long last
wauld allew him to make a name for himself,
either as a hero ar a villain,

USING BLACK DIAMOND

Beneath his helmet, Black Diamond is a spoiled,
bitter young man, but he isn't evil. The PCs first
gncounter him near a bank, expensive museum
gihibit, diamond defivery, ar other high-poten-
fial theft site. Perhaps the heroes have been
hired by an owner or insurance agency to safe-
quard the site. They soon come across Black
Damond, loaking very much like a supenvillain,
lurking in the shadows nearby, apparently wait-
ing for an easy heist. Whether he's there to
guard the site as a wannabe vigilante or to rob
the place blind is up to you, Consider not decid-
ing until your PCs make the first move. In this
Way, you can write Black Diamond's “origin®
gery on the fly, giving yourself more flexibifity.

Later, the PCs' treatment of Black Diamond
tiuld harden his villainous resolve or con-
vince him to turn his back on crime and
attempt life as a hero. He knows all the
secrets of Nash Teletronics, and might help
the PCs expose his father's crimes. Daing so
might lead to encounters with a whole host of
Hash-aligned supervillaing who want revenge
against the do-gooders who cut off their sup-
gly of illegal technology.

Wo matter how “reformed” he gets, Danny's
more interested in getting revenge on his father
than he is in acting against him out of a sense
of justice. He still feels some family pride
fegarding  Mash  Teletronics, however, and
secretly imagines that he might one day take
over the firm anyway, just to spite his Father.
That day is several years away, in any event,
and Danny's interaction with the player charac-
lers will determine whether the future president
af Mash Teletronics continues to use the organi-
tation for evil or tums its focus and geals
toward something a touch more benevolent
than supplying expensive technology  to
sipervillains and terronsts,

Danny's sheltered life has distanced him from
the struggles of real people, and he tends to
gramine problems from & mathematic ar eco-
pamic point of view, fargetting the emotions
[rechead, Emotion over being betraved, of course,
fuels his desire far revenge, but he's especially
blind to his own failings,

With his flying snowboard and spoiled kid ori-
gin, Black Diamond is a touch goofier than
many of the villains in this book. Be sure to
incfude  “goofball” superillains  in your own
rampaign from time to time—if your players feel
like the safety of the warld rests on their shaul-
dess each and every time you play, even saving
Earth is bound to get boring eventually.

TACTICS

Black Diamond's inherent showmanship shines
through on the battlefield, and while his skills
weren't enough to make it on the professional
snowhoard circuit, they more than suffice in com-
bat, He incorporates his fiying snowboard into
melee, often houncing it off an opponent’s head
or grinding an edge against an enemy's skin. The
board flies at a speed of 45, and built-in gyros
effectively grant him the Move-By Attack feat,
allawing him to move before and after an altack
as a half action, provided the total distance
moved does not exceed 45 feet. While mounted
an his board, Black Diamond enjoys the benefits
af Immovability.

Black Diamond designed his own caldsuit
armof, which grants him Darkvision and
Immunity to cold, pressure, and suffocation.
Powerful flashfreeze units built into each palm
allew him to manifest sharp ice daggers and
project them to normal range. He uses the ice
daggers primarily to discourage enemies from
following him, and relies more heavily on his
snawhoard when engaged in combat

Despite his vast wealth and life of ease, Black
Diamond is canvinced he's extremely unlucky.
Use your best judgment when handling his
Unlucky weakness. Look for failures that incon-
venience him rather than take him out of a
fight completely,

GAME STATISTICS

Black Diamond: FL 9; Init +3 (Dex); Defense
21 {+8 base, +3 Dex}; Spd 30 ft., fly 45 L, Atk
+11 melee (+11L, snowboard slam), +11 ranged
(+95, Energy Blast—cold), SV Dmg  +I
(Protection +9), Fort +1, Ref +5, Will +1; 5tr 14,
[vex 16, Con 12, Int 19, Wis 12, Cha 14

Skills: Balance +4, Bluff +2, Computers +5,
Craft (superscience] +13, Language (French,
GCerman, lapanese), Science (robotics) +7.

Feats: Aenal Combat, Attack Focus (smow-
board), Dodge, Expertise, |mproved Disarm,
Lightning Reflexes,

Equipment: Coldsuit [Effect Armor +9; Extra:
Energy Blast {cold) +3; Power Stunts: Darkvision,
Immunity (cold, pressure, suffocation); Flow:
Device; Source: Super-Science; Cost: 3 pp; Total:
31 ppl. Snowboard [Effect; Flight +9; Extras:
Immovability +9, Weapon +3; Power Stunt:
Mave-By Attack: Flow: Device, Source: Super-
Science; Cost: 3 pp; Total: 28 pp].

Weakness: Unlucky. Once per game session,
something goes teribly wrong for Elack
Diamond. He fails an important saving throw,
an enemy's unconfirmed critical hit is instead
confirmed, his snowbhoard fails at the worst pos-
sible moment, etc,

CAPERS

Diamond in the Rough: The heroes are
enjoying some much-deserved R&R at a Rocky
Mountain ski resort when their vacation is
interrupted by cutrageously excessive security
proceclures.  Uniformed  rent-a-cops  poke
around in the guests” private affairs and cause
lines and inspection delays that put a sefious
damper an the heroes' fun.

The reason for all the security soon becomes
clear with the appearance of Gino Catella, a
world-famaus resort mogul who turns the local
resort into a media studio for a press confer-
ence announcing his purchase of the |ce
Maiden, a bright blue, geologically-perfect
diamond the size of an apple. The PCs discover
Black Diamond lurking on the slopes and most
likely suspect the warst

But he's not after the stone. Instead, he
wants a greater prize—Catella's’ daughter
Sonja, an ald flame from his snowboarding
days. Whether he wants to liberate a former
girlfriend  from her domineering, wealth-
obsessed father or whether he wants to get
back at her for a bad breakup by ransoming
her depends upon your take of the character,
Either way, try to work in at least one
ski/snowboard chase down a mountain dur
ing the adventure.

The Spy Who Stayed Out in the Cold: Fven
Black Diamond might be surprised at the
extent of his father's collusion with evildoers.
The coalant suit Danny created for the com-
pany was, in fact, a custom job for agents of
DDESSA, who hoped the suit would grant its
operatives complete safety in the Antarctic
environment surrounding the secret strong-
hold of Meu-Schwabenland, & cavernous
cultural capsule founded by the Nazis in the
years fallowing World War Il (p. 54),

Perhaps agents of the Central Intelligence
Agency, META-4, or another arganization con-
tact the heroes about a strange body found in
Antarctica. The unidentified body appears to
be European, and aside from the lack of a
snowboard, his costume is identical to that of
Black Diamond. The heroes have fought the
villain before, so the contacts leave it to them
to get to the bottom of the mystery.

Christmas in July: After the PCs have unwit-
tingly pushed Danny Mash into a life of
supenvillainy, he pays a wvisit to their home
town as a way of saying thanks. He plants
seven Mash Teletronics-designed super-science
“weather dominators” atop strategic locations
downtown and flips a switch that tums a
balmy summer afternoon to a chilling winter
wanderdand filled with snow and ice, He
spends the day shredding an enormous half-
pipe on Main Street and awaiting the amival of
the PC heroes,

Black Diamond positions the devices all
over town, forcing the heroes to split up to
take care of them as quickly as possible. He
then flies to confront each hero individually,
starting with the weakest team member and
meving all the way to the leader,
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At puberty, Eva Elien inherited the super-
speed and electricity field powers of her
grandmother Hansi Klien, the World War ll-era
German superhuman who faithfully served the
Mazi party as the first Blitz. Although Hansi
died at the hands of Doc Mesmer in 1945
bloody Battle of London, her family has main-
tained a life of lusury based upon her lofty
financial legacy.

Eva's mother never developed powers of her
own, but spoke of her long-lost sister, Anna
who did. As she told it, Doc Mesmer paid a per-
sonal visit to the Klien home shortly after their
mother's death, While Eva's mother, then a
five-year-ald, watched in horror through a
cracked closet door, the American wizard com-
pelled Anna to leave with him, casting a hex
upon the children's grandparents to completely
erase Anna from their memories. Later, Eva's
mother pleaded with her guardians to rescue
her abducted sister, but they acted as if she
spoke of an imaginary friend and paid her no
heed. By the time the spell wore off in 1954,
Anna was long gone, and nothing could be
done to save her.

Eva developed a hatred for America early in
life, nurtured by her controlling mother who saw
the gifted child as the last hope of reviving and
championing the Nazi ideology that had
brought the Klien family wealth and prestige
Her mother instilled in young Eva an unabiding
hatred of her racial inferiors, reciting with
nightly prayers a litany of curses and historical
nonsense about the evils of Jews in particular
Lastly, she told Eva of a little-known prophecy
made by Adolf Hitler himself minutes before his
death at the end of Waorld War 1. The salvaticn
af the Aryan people, and indeed of the world
itself, would not come from contemporary Nazis,
or even their children, but from the nse of the
“Third Generation.” That was all Eva Klien
needed to hear.

Llpon entering her 20s, the charsmatic
young woman rebelled against her mother's
casmopolitan society without abandoning its
racist ideology. Already a controversial public
figure due to her family's wealth and infamy,
Eva took the step into outright celebrity
when she formed (with silent drummer Mime
Kampf) the Euro-punk skinhead band Third
Generation. The band's name hearkened back
to Hitler's final words, which in the decades
since they were uttered had become a sort of
mantra for disaffected European Aryan




youch. In & Europe plagued with difficult eco-
pamic times and massive job losses to
nan-white immigrants from Africa and else-
where, Third Ceneration became incredibly
popular and served as the “voice of a genera-
fian,” s0 to speak.

fusing Eva's natural chansma, stunning good
laks, and alluring fashion sense with powerful
chord progressions and clever (if deeply offen-
sve] lyrics, Third Generation blitzed through the
Saandinavian and Eastern European charts,
becoming an overnight sensation so popular
that radio and television stations could not
afford to ban the group from the airwaves.

Throughout her rise, Eva never revealed her
ircanmy powers to the public, fueling an "is
she or isn't she” debate that dominated
labloids and the music media, further enharnc-
ing her notoriety. In the |ast year, she's taken
it wearing @ modified version of her grand-
mather's costume, Tueling speculation that an
ucoming Amencan tour—the band's first—will
fzature the premier display of her incredible
powers. When that happens, her fans smirk-
ingly state, the new generation of Hitler Youth
will march upon the tainted govemments of
e world and reignite the fires of the
Thousand-Year Reich,

USING BLITZ 1l
Thare's ne moral ambiguity about thwarting
the plans of clearly evil opponents, but it's
ametimes nice to give villains an ideology
more sophisticated than | hate good guys"
without granting them same measure of sympa-
thy in the 1940s, comics wnters salved that
profdem by setting their costumed protagonists
against Mazis, then a very real menace that
semed poised to dominate the world, "Nazi™ is
bz shorthand for “iredeemably evil" and
lherg's no reason to limit the satisfaction of
ticking the crap out of goose-stepping bastards
i adventures set in the Golden Age of comics,
There's plenty of pro-white racism to go around
it modern-day Europe, including a resurgence
in popularity of racist and (especially) anti-
lewish beliefs

Blitz has big plans for her Morth American
tour, which starts in small clubs catering to
shinhead punks but soon spreads to larger,
morz mainstream venues, Part of the problem
for the FCs is that, despite its message of intol-
#ance, Third Generation is a genuinely gaad
band with a frontwoman who seems headed for
siperstardam in an age increasingly less inter-
ested I politics, While touring in America, the
fand releases a taunting single called "Make
the First Move,” which mocks Amenca's impo-
fent superhumans and all but dares them to
strike against the group before they capture the
fears and minds of the nations youth.
Pritticians and clerical figures hate the band, of
wurse, which only makes them more popular
with the kids, Superhumans who sene the
‘wtablishment (such as heroes draped in the
Amencan fag or old enough to be seen as
“lad’s superhers”) risk lending Blitz youthful
gedibility by standing against her, and must
read wery carefully

TALTICS

Although Eva's powers exceed even those of her
grandmother, she's had very little practical train-
ing against actual superhumans, She's therefore
unlikely to anticipate advanced enemy tactics
and hasn't quite figured out how to cooperate
with other supenllains. She makes up for this
with legions of loyal fans (treat as PL 1
bystanders) who constantly get underfoat and
support her as if she's some kind of rock mes-
siah. While heroes might have |ittle
philosaphical difficulty targeting Blitz with
blasts of fire or thrown vehicles, they're likely ta
think twice if such an attack might take out five
ar six teenagers,

At top speed, Blitz can reach 37,236 miles per
hour, which means you can effectively move her
anywhere you wish each and every mound.
Thanks to the Deflection extra of her Super
Speed, Blitz has litte to worry about fram mest
targeted attacks, which she bats away with a
Deflection power check (+14 power bonus)
oppased by the offending attack rall,

On the battlefield, Eva's uncontrollable big-
otry manifests in a preference for attacking
those she perceives as her racial inferiars with
Energy Field punches, She's not above killing a
wounded foe, especially if doing so furthers her
racist agenda.

CAME STATISTICS

Blitz 11: PL 12; Init +18 (+4 Dex, +4 Improved
Initiative, +10 Super-Speed); Defense +36 [+12
base, +4 Dex, +10 Super-Speed); Spd 80 ft, Atk
+10 melee (+05 unarmed and +10L, Energy
Field—electricity), SV Dmg +14, Fort +2, Ref +14,
Will +0; 5&r 10, Dex 18, Con 14, Int 12, Wis 11,
Cha 18.

Skills: |ntimidate +8, language (English),
Perfarm +15, Sense Motive +2

Feats: Attractive, Evasion, Fame, Impraved
Initiative,

Powers: SUper-Speed +10 [Extras: Deflection,
Energy Field (electnicity}) +10; Power Stunts: Wall
Run, Water Run, Whirlwind; Sowrce: Mutation:
Cost: B pp; Tetal: 86 pp).

Weakness: Quirk (racist). Blitz will never will-
ingly cooperate with or assist nonewhite
individuals, and holds Jews in particularly low
regard. If offered multiple targets, Blitz chooses
ta attack non-whites over white oppanents, even
if doing so means putting herself at a tactical
disadvantage. It takes great effort for her to tal-
erate the presence of her “racial inferiors” even
in social situations.

CAPERS

Get this Party Started: About halfway |
through Third Generation's Morth American
tour, the band comes to the heroes’ home |
town with the intent of making it the site of
their criminal debut. Durng the thunderous
finale of a particularly rousing show, Eva
whips the arena crowd of 10,000 into a frenzy
which spills onto the city streets and soon
becomes a full-fledged riot, The police can't
handle the vprising alone, and call in your
heroes’ team when the rioters start uptuming
cars, looting minonty businesses downtown,
and setting fire to vanous houses of warship.

If you have a difficule time helieving so
many angry teens and young adults would
buckle under such an anti-American message,
throw in a Nazi-era mass Mind Control device
to justify the crowd's eagerness. Either way, |
the team will have its hands full keeping a lid
on the violence without accidentally killing
any rioters.

Amidst the tumult, Blitz has her own
designs, robbing a number of local banks to
finance @ crime spree unparalleled in
American history, with the goal of upsetting
the political foundations of the nation itself,

For added realism, seed news of Eva
Brawn's Morth American tour weeks, or even
manths, before she arives in the team's home
town. A celebrity controversy like this won't
pass without a ot of sensationalistic media

| coverage, so your PCs should have fair warning

af what to expect.

All Aois Pass: Once established in America, |
Blitz goes underground, contemptuously
manipulating the celebrity-obsessed media
inte making her the ultimate symbol of youth-
ful rebellion. Teens who once were content to
disgrace their parents by turning to drugs or
pseuda-satanism instead come to embrace
Mazism, revolting their parents and convincing
an already terrorism-obsessed government to
take some kind of action.

In this scenaria, the PCs get word of an ille:
gal Third Generation performance in an
oversized sewer complex below the city. Their
conscience or government contacts urge them
to take action, but they're not getting into the
performance without dressing up as disaf-
fected Mazi punks. Just as the PCs are set to
strike, an envoy of lohnny Reb's Incorruptible
Society (p. 66) appears onstage to offer
alliance to the next generation of bigots,
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BACKGROUND
Fast the dimensional folds, past the enclless sub-
space storms of the Ethereal Seas, the Primal
Sphere encirdles the birthplace of all life in the
multiverse. While living creatures of all varieties
teem within the sphere, the orb's exterior is a pit-
ted wasteland inhabited by demonic spirits and
legions of the undead. Somewhere hetween these
extremes [ies an extraplanar alcove known as the
Larval Lands, where life and death are as one.

In the Larval Lands, vast pustules of nutrient
ichor cover the landscape like putrescent super-
glaciers. Countless insects, arthropods, and
vermin scuttle about the surface of these Aeshy
monuments, draining sustenance from within
and eventually leaving the vast carcasses to rot
An overpowering stench of decay dominates the
plane. Interminable insectan keening and the
screams of enormous, festening beasts echo
through turbid skies choked with winged pests,

The Larval Lands are one of three primary con-
duits that connect the interior and exterior of the
Primal Sphere. As a result, a great deal of mer
chant traffic must negotiate the plane, making
the Larval Lands the seedy, unrepaired interstate
of the outer planes, It's a dangerous trek made
survivable only by the supreme influence of the
plane’s ruler, a cold, beautiful immortal known
as Alamandra, the Carnon Queen,

The Carrion Queen enjoys complet command
of the creatures that inhabit the L. sal Lands,
bending them to her will as if they hau been cre-
ated with the sole purpose of serving her,
Alamandra values the undead of the Pnmal
Sphere's exterior, seeing them as "balanced”
creatures with the qualities of both life and
death, She likewise values truly living creatunes,
such as mnsects and rats, which flock to the
recently deceased, seeing them as the agents by
which the life-death cycle continues. She herself
appears as a lithe, bewitching mummy, at once
ternble and beautiful to behold.

About 400 years ago, the Carrion Gueen grew
dissatisfied with her small realm, and decided
pon an elaborate plan of conquest that would
draw other worlds into her web of contral, allow-
ing her to spread the message of transformation
and life-death change to all corners of the cos-
mas. Opening portals to numerous worlds by
focusing mystical power into the diamaond-like
Oblivion Lens, Alamandra dispatched legions of
disease-carrying vermin from her realm, hoping
to terraform defeated planets into buzzing,
decaying reflections of her perfect home.




Dre portal opened on Elizabethan Lendon,
where it soon came to the attention of the
fisible College, a society of thinkers, adventurers,
and mystics that included Sir Francis Drake, Sir
Walter Raleigh, Dr. John Dee, and Francs Bacon.
With the assistance of an Enochian angel sum-
mined by Dr, Dee, the College managed to thwart
the Carrion Queen, destroying all her planar gates
a1 trapping the bulk of her diseased colonizers
en distant worlds (including aur own),

Alamandra seethed for nearly 200 years, until
another of her schemes fell victim to an explorer
fiom Earth, in this case the aristocratic bon
bant St Germain. In order ta collect a massive
iem from a confidant within the Primal Sphere,
5t Germain traveled from Earth to a hell dimen-
i on the Sphere's exterior, and from there
fiaugh the Larval Lands. Alamandra captured
him, heping to learn what it was that had made
Earth s resilient to her prior plan.

5t. Germain charmed his hostess, who invited
fim to rest from his journey in her palace. S,
termain rewarded her hospitality by stealing
the Oblivion Lens and fleeing to the interior of
the Primal Sphere, where he would go on to bat-
il the Mauntain King (p. 76).

Twice. the Carrion Queen had encountered
mystics from Earth, and twice she had been
fiumiliated. She resolved to make Earth the first
warld in her planar empire, and hatched a num-
ber of schemes to gain a toehold in the realm of
fer most hated adversares. Without the
Oblivion Lens, however, she had difficulty leay-
ing the Larval Lands. Her plans grew much maore
slibtle. Next time, she reasoned, she would go to
Earth herself.

Mext time tumed out to be in 1934, when a
tabal of occultists accidentally summoned the
Carrian Queen to a New York cemetery, She made
siart work of the two-bit mystics. Using their gris
mires, she cast a pall of unlife over the graveyard,
Beckoning its entombed residents to rise and senve
a5 the first vanguard of her invasion army. The
Indead activity guickly gained the attention of
the ghost-hunting wigilante. M Mystery, who
tapped Alamandra in an ensorcelled mausolaum,
where she remained until 1978, bitterly scheming
fter revenge an the planet

She was released by Cameron Friday, a sorcer-
ous hero who called himself the Luciferian, The
lucifersan, fearing @ major conflict with a rival
wizard, freed Alamandra in hopes of convincing
fier 1o entrance a bizame extraplanar insect
Inzwn as the Moebius Beetle. Consuming the
heetle, he believed, would give him the power to
fefeat his foe, but pacifying the creature had
poven beyond his potent capabilities. In an
uncharacteristic moment of kindness, Alamandra
mthralled the creature for her rescuer and offered
fim the chance ta return to the Larval Lands and
serve as her consort Friday politely tumed down
the offer, but opened a portal back to the Larval
Lands in thanks for Alamandra's generosity,

It's taken the Camion Queen nearly 30 years
e return her noisome kingdom to order. Now
that the vermin legions once more bow to her
will, it's time that she brought her message of
decay and rebirth to the multiverse, starting
with an annaying little world called Earth,

USING CARRION QUEEN

The Carrion Queen offers GMs the opportunity to
introduce a character who is both alluring and
revolting at the same time. More a force of nature
than an outright supervillain, the Carrion Queen
might even became an ally ta less-than-four-color
superheroes, provided the circumstances are cor-
rect and theres something in it for her She's
drawn to heroes who have a “dangerous” air
about them, particularly those who have the
Attractive feat. Consider a scenario in which the
Carrion Queen falls far one of your PCs, offenng
him (or her) an oppartunity to act as her consort
during the terraforming of Earth.

Mo one knows when the Camion Queen first
came to rule the Laval Lands. Some claim she's
an extension of the plang's will itself, and that
her recent interest in expanding her dominion
reflects a greedy sentience, a statement of man-
ifest destiny spoken through the dry lips of a
decaying emissary. Either way, her aspirations
extend beyond her home plane, providing a per-
fect excuse to insert her into your campaign.

Alamandra's previous contacts with Earth
happened a long time ago, which gives you the
oppartunity to introduce subplots that go back
centunes, Perhaps one member of the Invisible
College became obsessed with the Carrion
Queen, and started a secret society in London
that, over the centuries, has developed into a
full-fledged cult. Perhaps these Earthbound wor-
shippers find a way to summon the Carnon
Queen to Earth, offering her tribute in a festival
of blood and undeath.

The Carrion Queen’s 1978 benefactor need
not have been the Luciferian. If you've got an
appropriate mystical villain or anti-hero, change
Alamanda's backstory to involve that character.
Weaving the backgrounds of characters in this
book with those of your own villains will make
everything seem to fit together a5 a whale to
your players.

TACTICS

The Carrion Queen can summon forth vast
waves of rats, insects, and arthropods from the
folds of her linen body wrappings, using the
creatures to manipulate objects (Telekinesis) or
even carry her through the air (Flight). Her
Energy Blast (kinetic] manifests as a ray of
winged, stinging insects. These vermin are
mesely the visual manifestation of her powers,
and cannot be killed or harmed in any way.

In combat, Alamandra prefers to Snare an
enemy in a swirling vartex of vermin, Thereafter,
she tenderly caresses the bound victim's cheek,
initiating her powerful Drain attack, She does
not shirk from killing, seeming to gain pleasure
from the act of offering up more fodder for her
verminous subjects,

GAME STATISTICS

Carrion Queen: PL 16; [nit +3 (Dex); Defense
23 [+13 base, 43 Dex) Spd 30 ft; Atk +17
melee (DC 25 Will save, Drain touch), +17
ranged (+15L, Energy Blast—kinetic); s\ Dmg
+4, Fort +0, Ref +4, Will +2 {Indomitable Will);
Str 10, Dex 18, Con 10, Int 14, Wis 14, Cha 20.

Skills: Diplomacy +7, Knowledge [the planes)
+i, Spot +4,

Feats: Altack Finesse, Attractive, Darkvision,
Detect (life), Dodge, Evasion, Immunity (aging,
disease, exhaustion, poison, pressure, stanvation,
suffocation), Indamitable Will,

Powers: Drain +15 [Rarge: Touch: Extra: All
Aftributes  (physical), Contagious; Source
Mystical; Cast; 4 pp; Tetal: 60 pp], vermin horde
|Effect: Telekinesis +15; Extros; Energy Blast
(kinetic), Flight, Force Field, Snare; Flow: Obvious;
Source: Mystical; Cost 5 pp; Total: 75 pp).

Weakness: Disturbing. Despite her chilling
beauty, the Camon Queen's dry, dead skin flakes
away at the touch, and numerous maggots and
insects nest in the holes and folds of her mantle.
She cannot pass in normal saciety and suffers a -5
penalty on Bluff and Diplomacy checks. These fac-
tors are somewhat mitigated by her high Chansma
and Attractive feat—the Carron Queen's is a dis-
turbing beauty, but it is beautiful nonetheless.

Susceptible {items of faith), The Carrian
Queen's tie to the elemental forces af unlife
make her susceptible to items of faith wielded
by characters with the Unshakable Faith feat,

CAPERS

St, Germain's Legacy: [he immortal arcanist
5C Germain claimed to have lived since
Biblical times, and survived at least until the
end of World War Il During his incredible
adventures throughout Earth and the planes,
St Cermain amassed numerous artifacts of
occult importance. He retained items only so
long as they kept his interest before trading
them to other scholars (usually for outra-
geously expensive liquar or gemstones, his two
gréeatest vices). Mystical baubles once owned
by St Germain litter the artifact collections of
Europe and the Americas:

Somehow, one of 5t Cermain's greatest
treasures, the Carron Queen's Oblivion Lens,
fell into the hands of a sorcerer enemy of yaur
player characters. After they've defeated the
unwitting foe, your heroes come across a
plate-sized lens of pure black crystal Shining a
light through the crystal opens a mystical por-
tal to the Larval Lands, where the Carrion
Queen is at war with a rival warlard. Only
Alamandra can close the partal, which allows
countless extraplanar vermin to flood into our
world, But the Carrion Queen is not a fan of
the planet Earth, and getting her to cooperate
will invelve some tender negotiations,.,
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Molly Duncan's earliest years were an all-too-
comman litany of unfortunate circumstances,
After leaving an abusive huskand, Duncan’s
mather died from lung cancer, leaving Melly an
orphan at 6. The child was hardened by a series
of less-than-ideal foster homes. In shart, Mally
had it about as hard as it gets. She grew into a
bitter and troubled teen, who, despite her hard-
ships, possessed a keen intelligence and
indomitable sense of self.

Mally set off on her own at 15, and made her
way from MNorthern California to Portland,
Oregon, where she fell in with the local street-kid
scene. The drugs, music, and politics sharpened
her focus, and she evolved into a majer figure,
She orchestrated staggering acts of vandalism,
generally targeting the usual suspects: bio-
research  facilities,  logging  consortiums,
Starbucks, McDonalds, and other multinational ‘

corporate businesses at odds with environmen-
talists and liberal activists, Within 2 years, she
had taken the reigns of the local cell of GAN
[Glebal Anarchy Mowl), an anti-globalization ‘
network, and made a name for herself as lead
guitarist far the thrash-punk band, Sissy Cyst. But
the blossoming punk princess’s days of wine and |
roses waould shortly come to a ternble end.

Buring the chaos of Seattle’s 1999 Waorld
Trade Organization riots, Molly encountered the
enigmatic criminal demigad, Mr. F He deted on
the young woman like a proud father, and the
two chatted while lighting dumpsters ablaze in
an isolated alley. All street-kids knew of the leg-
endary figure, who supposedly watched ower
them, and Molly was deeply honored. Before
vanishing, Mr. F consecrated Molly with sour,
olive-colored garbage-water, and warned her of
dark times to come. The vague warning didn't
settle long in the young anarchist's ears.

The next day, she led her friends on a raid on
a local Arhy's, splashing anarchic symbels on
the windows with glass-etching fluid and spray-
ing down patrons with aold-style  fire
extinguishers full of rancid cow bload. The chaos
attracted the attention of the Frant, a parahu-
man government ant-terronst squad that had
been called in to guell the coal wunrest. The vol-
ume of blood from the prank led to a grave
misunderstanding, and  Front  members
Radiomega, Primute, and Alpha Male went in ‘
guns-a-blazing

The attack killed two of Molly's close friends
and confined two more to wheelchairs for life,
The attack also killed an innocent Arby's patron, a
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mme Lnjustly pinhed on the surviving anarchists,
Tne Frant apprehended Molly and detained her
i a terrofist. Denied legal counsel, she lan-
quished 9@ months waiting ta be brought before a
federal judge, a glacial ordeal during which she
feared she might rot forever in custody.

Cne strange moming, Molly was transferred
lo new guarters in her detention facility's
Block F. While being escorted to her new cell,
she began 1o natice an unusually high fre-
guency af occurrences related to the letter F
An arrogant guard shoved her and chided her
about her laconic pace, She pushed back, and
afight ensued,

Coming to the aid of their fellow guard, the
mrison staff mobbed the punk, vielently heat-
ing her into submission, When a quard
atempted to handcuff her, Molly heard a
grange low tone that increased in volume and
pitch until she somehow released a powerful
burst of psionic energy that coruscated along
the metal restraints and shocked her attackers
inte unconsciousness, With a little effort, she
was able to discharge the same energy through
the jail's bars and metal railings.

The melee had unlocked Mally's latent
parahuman abilities, and she felt an incredible
sme in strength. The guards were reduced to
gibbering vegetables in short order, which didn't
prevent folly from stomping the living crap out
of them. Capitalizing on the oppaortunity, she
made good her escape.

Her months in custody served as a criminal
graduate school, and Molly reemerged on the
streets as a far more dangerous individual than
she'd even been before the Seattle riots. The
oideal left her with a deep grudge against both
superheroes and the government, and wielding
new superhuman abilities, it seemed logical to
pin the ranks of villainy. She outfitted herself
with 3 length of chain and a makeshift costume,
and assumed the name Chakechain.

[uncan maintains her ties to GAN and other
rganizations labeled “eco-terorist” by the
media. She has even been seen playing along-
side her old band in shady and out-of-the-way
nightspots. She splits her time. between small-
time heists that keep her living comfortably, and
stipplying backup on GAN raids. Advanced bio-
tech research is an extremely robust trade in a
world of parahumans, and a superhuman ally
gllows the opponents of such ressarch to get
their message heard, |n addition to her federal
record, @ number of secret hi-tech think tanks,
wich as Octopus Umbrella and ANTAG, have
baunties on her head, angered by her protests ar
sabotage of important experiments.

During & recent riot in Portland, Chokechain
met Maonguake (p. 75), who invited her ta join
Flayer 2's Crime Union. Although she appreci-
ates the Union's views on organized "labor,” and
their gracious pay-outs, she prefers working
alone. Memaries of her activist friends’ deaths
still hiaunt her,
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Chokechain is rE|EtI'u'E|:||' |nexpenenced as a

siper criminal, but her appetite for destruction
more than compensates. She generally directs

her energy toward large-scale acts of vandalism.
A blow against corporate America is 2 blow
against globalization, and slows (in her mind)
the country's slide into corruption and fascism,

While her goals might not be far from those of
morg liberal heroes, her destructive methods
aren't likely to earn her many moderate allies
ameng the superhero community, or ameng the
public at large.

Chokechain is  bull-headed, reckless, and
mean. Regardless of their true intentions, she
dismisses costumed do-gooders as symbals of a
media-driven status guo that must be com-
pletely obliterated before true social progress
can be made. She may hesitate if she's con-
vinced that her criminal actions are harming
innacent citizens, however, especially if her
crimes bring woe to the poor and disadvantaged
falks she claims to speak for.

Chokechain is the anti-hero of chaice for
mary disaffected youths, and it's not uncom-
mon to see her wandering the crowd at large
counter-cultural happenings such as protests
and political demonstrations,

Despite all of her bluster, Chokechain is
lonely, and hitterdy langs for the day when sur-
vival is not her top priority, Despite her solitude,
Chokechain  secretly harbors a  crush on
Moonguake, and may develop similar feelings
for a “cool” dark horse superhero with a political
agenda similar 1o hers. Predictably, she uttery
despises the women of the Clique {p. 52), and
will interfere with their agenda purely out of
contempt. This hatred extends to any player
characters who remind her of that group ar who
seem too pretty or materalistic for her extremely
biased taste.

The purpose of Mr. F's benediction remains a
mystery. Homeless street sages prophesied the
coming of a great savior, a here who will stand
against friend or foe to protect the interests of
the weak. The mother of this saviar will be cho-
sen by the "Prince of Thieves" and will herself
be a revolutionary. Evidence certainly suggests
that Duncan is a possible candidate for ushering
in this age of social justice. Despite her cryptic
encounters with Mr. F Chokechain dismisses
such talk as urban mythology.

TACTICS
Duncan is a brutal hand-to-hand combatant
who rarely backs away from a fight. Rather
than immediately engaging an enemy power-
house, she prefers to "teach a lesson” to flying
heroes and energy projectors who think they
can stay out of the fray. She uses her uncanny
strength to reel in such characters far a more
intimate stomping.

Chokechain prefers to save her Mental Blasts
for surprise attacks and more tenacious foes. If
she can't pummel a foe into submission, she
wraps him up in a Chokehold with her chain,
subjecting the foe to repeated shocks. In addi-
tion to her stainless-steel chain, Chokechain
wears numerous rings through which she can
discharge her mental blast with a touch,

Duncan's luck is a manifestation of Mr. F's
blessing. The role she plays in his master plan,
if hie has one beyond spreading chaos, remains

a mystery. She'll usually use this bonus to
guarantee an unexpectedly lucky attack
against the most self-righteous and untouch-
able enemy available.

CTATICTIE
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Chukechaln. PL 11, Init +4 (+4 Dex); Defense
12 {+8 base, =4 Dex): Spd 30 ft.; Reach 15 f1.;
Atk +16 melee (+17L/15-ft. reach, chain), +15
melee (#0570, unarmed), SV Dmg +&
(Protection +4), Fort +4, Ref =4, Will +2; Str
20, Dex 18, Con 1B, Int 14, Wis 11, Cha 12,

Feats: Accurate Attack (chain), Attack
Focus {chain), ran Will, Toughness.

Skills: Bluff +6, Demolitions +5,
Knowledge (street lore] +7, Perform {punk
rack) =4, Sense Maotive +2.

Powers: Luck +4 [Source: Mystical: Cost: 5
Total: 20], Mental Blast +8 [Sounce: Mutation;
Flaws: Range (touch), Restricted (mansmitted
through metal); Cost | pp; Total 8] Super
Strength +4 [Extre Protection; Power Stunt
Lethal; Source: Mutation; Cost 5 pp: Total" 22 pp],

Equipment: Chain [Effect: Weapon +8L
Power Stunts: Chokehold, Extend Reach x=2*
(+10 fL), Extra Attack {Snare), Flow: Device;
Source; —; Costy 1; Total: 12 ppl.

CAPERS

The Dogs of War. Chokechain has lad her
GAN comrades on a raid on an animal experi-
mentation lab during which the subjects of
unknown experiments, mostly dogs, are
released from their quarantined cages and set
free, This proves a grave mistake, as the ani-
mals possess horrible paranormal abilities. In
addition, many cary dangerous weapon-
viruses and have been driven mad by the
experimentation.

The heroes are tipped off by an well-mean-
ing but paive young acquaintance who has
fallen in with the eco-terransts. Rescuing the
friend and preventing the escape of the violent
animals should prove challenging with the

| interference of Chokechain and the facility's
well-armed secunty, This adventure can have
considerably dark repercussions when harm
comes to the PCs' friend and a little crime
scene research [inks the illegal labs to the
United States government.

White Laces. At Bumbershoo!, Seattle's
annual music and arts festival, a number of
controversial acts have been booked. In an
incredible demonstration of poor judament,
two particular punk acts go onstage hack-to-
back, nea-nazi Third Generation, and anarchist
Sissy Cyst, The already ugly situation is com-
pounded by the fact that both Blitz (p. 46) and
Chakechain are sitting in with their respective
bands. If its going to be a real party, the
Cligue or Sister Blister could be in the audi-
ence as well. Shake well, and vou have a
cat-fight that could destroy the Emerald City.
Racial tension, innocents in harm's way, heavy
politics, and broken nails..good [uck sorting
this ane out!



THE CLIQU

Concept: Fashionable Femme Felons

Members: Boy Toy, the Crush, lawbreaker, the
Other Woman, Pixie, Wallflower

Area of Operation: L.5. West Coast

If you're talking felony and fashion, you're talk-
ing about the glamorous girl gang, the Clique.
The team is a tight-knit sorority of surprisingly
efficient and elusive parabuman thieves. Neither
mercenanes nor dissidents with a clear agenda,
the Clique is maotivated almost entirely by mate-
rialism. They simply take what they want, when
they want it.

Despite this bevy of beauty's dedication to
each other, they are a contentious lot Catty
comments and seemingly cruel practical jokes
are common within their ranks. Each member is
required to maintain the stnctest standards of
fashion and grooming. Camera-shy they are nat.
Despite their dubious pursuits, they seem to
enjoy copious attention from the press and pub-
lic. Each member enjoys the perks of a
high-profile celebrity

Despite these benefits, however, intemecine
tension contributes to an unusually high tumover
rate. Few can handle the social pressure in addi-
tion to the life of crime. On a heist, however, these
babes support each other like sisters,

Generally, these brash brats are not out to
hurt anyone. They simply do as they please, and
rely on their diverse powers to make a clean get-
away, With the exception of the dynastic
assassin Pisie, none of the Cligue take their life
of crime senously enaugh to die for it. None
have served any prison time.

The Clique was formed in 2002, when the
duplicate villainess Other Woman began gath-
ering her dispersed flock of doppelgangers. One

Other Woman clone, a flight attendant, had
met and befriended a young parahuman
named Betsy Barcal, who had been operating
as a pefty criminal powerhouse called
lawbreaker, The clone offered lawhreaker her
5an Francisco flat as a place to crash when she
was away, explaining that she simply hated
being bored. The clone arranged to fly
lawbreaker down to southern California to
meet with the criginal Other Woman, who
sought thrills and power and needed muscle to
back up her intrigue. Barcal pledged in, and the
two continued to scout for recruits,

After attracting a beautiful female andraid
from the future named Tangenne and a young
techno-genius named Gimmick, the Clique set
their sights on drawing in the Crush, a seductive
new sensation sweeping the criminal under-
ground. Despite the qgirl's abrasive personality,
the Other Waman was willing to step out of the
limelight and hand over the reigns of the team.
The Cligue needed the financial resources
brought by the affluent Crush, who also brought
with her the vehicle/robot Boy Toy and a lavish
penthouse headguarters. The Crush proved an
adequate leader, but a brash decision soon frag-
mented the team,

The team's robotic mascot Boy Tay inexplicably
began to develop a rudimentary, child-like sen-
tience. The robat developed a close friendship
with Tangenne and Gimmick, both of whom
began to see him as a full-fledged member of the
team rather than a nonsentient robotic under-
ling. The Crush considered this increased
personality a defect in her favorite toy, and
worse, a liability to the team’s heists. She
instructed Cimmick to purge Boy Toy's software,
Jawbreaker couldn't have cared less, and the

Other Woman slyly deferred to the new leader's
juclgment. In a brutal final row that demolished
their headguarters, Gimmick and Tangerine both
guit the team and reformed, becoming super-
heroes and frequent adversaries of their old
teammaies,

Recently, the Clique moved to a new head-
guarters in your player characters’ home town.
They've also recruited two brand new members,
a tech specialist named Wallflower and a fierce
enforcer called Pixie.

THE CLIQUE HQ:
THE PENTHOUSE

Thanks te the machinations of both the
resourceful Crush and the devilishly clever Othear
Waman, the Cligue has taken up residence, rent
free, on the top three stones of Sebastian Belle
Plaza. The 25-story commercial properly fea-
tures high-end retail stores and a theater on the
bottom four floors, and architectural, Fashion,
and design offices on the other fleors. The
Cligue maintains an empty 21st floor, and their
staff of highly trained handlers, agents and
lawyers work on the 20th,

The girls” HQ itself is a comfortable and well-
appointed living space. Other than the top
floor, which contains a rather extreme workout
roam, Wallflower's workshop, and Boy Toy's
garage, the apartment is normal, albeit rather
posh. The team's home holographic entertain-
ment and communications  system  and
autamated kitchen appliances are all advanced
technalogy lifted from Octopus Umbrella,
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1a BZZZT WHERE TO, LADIES?

BACKGROUND

Earier this year, the power-draining android
Damaocles (Mutants & Mastermings, p. 173) tore
a swath of destruction through Washington,
DL in an attempt to lure in unsuspecting
heroes to be culled. The Front administered a
sound beating to the robot on the lawn of the
White House, leaving a "clean-up crew” to clear
away the debris and rubble left by the hard-won
fight. An infiltrator agent of the super-science
consortium Octopus Umbrella salvaged a tiny
fragment of Damocles’ circuitry, and after his
masters had decoded its technology they auc-
tioned it off to Unitrol (p. 104),

Unitrol used the technology to design highly
mobile  weapons  platforms  known  as
Anthropomorphic Mechanized Vehicles, Dubbed
Ifriti after the fire-wielding demons of Arabic
mythology, AMVs can ot only transport troops
into a variety of emvironments, but also trans-
form into androids to fight beside them. Possible
vehicle configurations range from a banal sports-
car to a one-man submarine to a spacecraft
capable of seating six-the permutations are
nearly limitless.

Unitrol's development of the AMVs ended
embarrassingly when the fledgling supemillainess
the Crush used her emotion-manipulating powers
to simply walk into the suburban industrial park
where her father managed the Ifnti program and
cruise out with her first big haul. When she saw
the AMV prototype's lustrous pink-and-purple
paint job and slick modem design, she knew
she'd found a partmer for life,

TALCTICS

In addition to acting as their “wheel man,” Boy
Toy adds depth to the Clique’s frontal assaults.
Typically, Jawbreaker pilots Boy Toy directly into
melee, prming targets with blaster fire. The
Cligue is hesitant to squander the android’s mis-
siles on soft targets, saving them to disable
enemy vehicles and penetrate fortifications. If
aerial support is required, Boy Toy remains in jet-
maode and provides covering fire,

Remaining in vehicle form saves time should
the Cligue need to beat a hasty retreat. In these
cases, and when the situation calls for stealth,
Boy Toy emits a unigue electromagnetic signal
that Obscures both wision and radar. With
Wallflower's help, Boy Toy has been able to nar-
row the frequency such that it does not affect
the senses of certain indmwiduals, such as the
Cligue themselves.

JASON MARTM
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USING BOY TOQY

The Clique regards Boy Toy as part valet, part
high-tech toy. He speaks in clipped, direct state-
ments, as would a butler or cartoon mountie.

Since the Crush purged his personality last
year, Boy Toy has demonstrated some strange
traits. He seems inexplicably able to differenti-
ate the Other Woman from her doppelgangers,
and is particulary protective of Wallflower. It is
possible he is more sentient than he appears,
and wisely hides it from the girls. His true nature
and agenda are anyone's guess.

Boy Toy: PL 10; Init +] (Dex); Defense 10 (+10
base, +1 Dex); Hardness 10; Spd 30 ft; Atk +15
melee (+145, unarmed), +11 ranged (+9L45-ft.

area, missile or +55, blaster); SV Dmg +10, Fort
—, Ref +1, Will +0; Str 20, Dex 12, Con —, Int —,
Wis 10, Cha 1.

Skills: Drve <11, Listen +6, Pilot +13, Spot +6.

Feats: Take the Fall*, Talented (Spot, Listen).

Powers: Obscure <6 [Extra; Selective; Power
Stunt Extra Sense (radar);, Cost 3 pp, Total: 20
ppl, Shapeshift +9 [Extra: Continuows, Growth,
Mimic, Movement, Super-Speed; Flow Limited
(signature—color scheme), Limited [one type—
vehicles), Limited (Super-Speed increases base
speed only), Slow (full round), Source: Super
Sclence; Cost: 5 pp; Tetal: 45 ppl.

Equipment:  Blaster +55 [Sowrce: Super
Science; Tofel 5 ppl, missiles [Effect; Energy
Blast (fire] +9; Extra: Explosive Blast [45-ft
radius), Flaw: Device, Uses (x8); Tetal: 9 pp].



BACKCROUND
Deidre Pawlowski was always daddy's little girl,
Unforsunately for the law-abiding world, daddy
was a mid-level project manager at an inde-
pendent suburban laboratory underwritten by
lnitral, a crypto-terrorist subversive government
oznization with designs on global politics,

A5 an only child, Deidre occasionally accom-
panied her father to work. By the time the
flirtatious gifl manifested the parahuman ability
I maniputate sexual orgone energy at 16, she
fzerally hacl the un of the place. Between per-
missive  parents  and  thralls  upder  her
sind-contral powers, no one ever told her “no,”
She got whatever she wanted, and what she
wanted was power and celebrity.

Mot long after looting her way across Southern
California, Deidre came to the attention of one
of the Other Woman's doppelgangers. The devi-
o5 cloner saw a great deal of potential in the
sassy brat, and chose her to be the face-girl of
fier new Clique.

USING THE CRUSH

The Crush regards her outlaw life as tremendous
fun, and rarely contemplates the consequences,
An incredible narcissist, Deidee is easily dis-
facted by flattery. As far as she's concerned, she
5 the Clique, and all other costumed femme
fatales aspire to her image. Mot surprisingly,
other women tend to resent her.

The Crush 1s petulant when crossed, and capa-
ble of severe cruelty. She has never heard of
orgone energy or its ploneer Wilhelm Reich, but
ti aware that she possesses parahuman abilities,
She never admits it, however, and claims to be
smply iresistible to men,

TACTICS

Though she's spent enough time with Unitral
mmectors to gualify as a crackshot with a
tlaster, the Crush prefers to sit back and let big,
sweaty boys do the fighting. Even if directly
threatened, there will likely be an “admirer”
nearhy ready to step in and protect the damsel
1 distress. When on a gig, the Crush acts both
& a distraction and to soften up targets for her
lezmmates. She first "sucks the life out” of a
wom, Draining men's Strength and Wisdom,
[deally, this leaves them less than fighting fit,
ohlivious to teammates infiltrating elsewhere,
and more susceptible to the Crosh's Mind
Control, Even more tenacious foes wall find it dif-

JASOIN BARTIN
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ficult to fight their way through both Boy Toy
and Pixie to lay their mitts on Pawlowski.

The Crush: PL 10; Init +3 (Dex); Defense 13
(+10 base, +3 Dex); Spd 30 ft; Atk +10 melee
(+25, unarmed), +11 ranged (+55, blaster); SV
Dmg +8, Fort +2, Ref 43, Will -1; 5tr 14, Dex 16,
Con 14, Int 10, Wis 8, Cha 13.

Skills: Bluff +1 (+8 vs. men), Computers +4,
Diplomacy +5 {+12 vs. men), Innuendo +5 [+12 vs,
men}, Sense Maotive +3, Taunt +5 (+12 vs. men).

Feats: Altractive, Diodge, Evasion, Headguarters
isee p. 52), Leadership, Sidekick (Lovalty 15, Boy Tay)

Powers: Amazing Save (Damage) +5 [Source:
Training; Cost: 1 pp; Totol: 5 ppl, Drain +10
[Extros: Area (S0-ft radius), Range (normal)
Second  Attnbute (Wis);, Flew! Limited [ane

attribute—5tr), Limited (ohe  target—men);
Source: Mutation; Cost: 3 pp; Total; 30 ppl, Mind
Controf +10 [Flaw: Limited (one target-men);
Source: Mutation, Cost: 1 pp; Total 10 pp);
Super-Charisma +7 [Aow: Limited (one target—
men); Source: Mutation; Cost | pp; Total: 7 ppl..

Equipment: Kelvex body armor [Effect: Armor
+5; Extra; Immunity (fire); Cost | pp, Total &
pp]. custom Vera Wang blaster +55 [5 pp].

Weaknesses: Ouirk (flirt). By the end of the
Crush's first encounter with the heroes, she devel-
ops “creepy girl feelings” for ane player character,
From that point on, she must make a successful
Will save to harm that character, even if her inac-
tion puts the rest of the Clique at a tactical
disadvantage.
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BACKGROUND

Betsy Barcal came into the world protected by a
giant rainbow-colored egg. Her mother died in
childbirth, and the eqg passed into the hands of
researchers. For 3 years il grew, occasionally
changing colors, and acting as something of a lab
mascot Finally, the shell fractured, revealing a
healthy 3-year-old gid. Betsy's skin soon hardened
into a pink candy-like shell, and tests revealed
that the toddler had the strength of a teenager.
Because of her abnormally long gestation,
Betsy was schooled alongside younger children
at the West Coast Talented Child's Center. Even
at a young age, this left her feeling frustrated
yet powerful, a callous child eager to bully her
peers. She demonstrated little empathy, and
shrugged off the most formidable punishments.
The first thing to penetrate her hard exterior was
a crush she harbored for another student, Rhett
Berlin, The mysterious and aloof Bedin's own
secrets collided wath his student life on the day of
his graduation, when commandos from Baseline, a
humans-first socio-terrorist oiganization, raided the
commencement. The genocidal merenanies traced
Berlin to the school from his extra-<circular life as
Emuo, leader of the teen hero team the Upstarts.
During the camage, Beflin appealed to Barcal
to defend the institution, but selfpreseivation
remained her top priority. Disappointed and des-
perate, Emo used his emation manipulation
powers to force her to fight The invaders were
repelled, but Barcal was furious with the heio,
more for forcing her to confront her selfish cow-
ardice than for forcing her into the melee
Convinced that Berlin had been manipulating her
into liking him all along, she fled the institution
and lived on the street for years before the Other
Woman offered her a new life with the Clique.

USING JAWBREAKER

Barcal is the Clique’s enforcer. lronically, given
her experience with Emo, she is content to sit
back and let others give the orders. While her
closest friend remains the Other Woman, who
taught her an appreciation for the finer things
in life, Barcal admires the Crush’s confidence
and bravado, At her worst, this desire for accept-
ance makes her a bit of a wannabe.

TALTICS

Jawbreaker is brave to the point of recklessness,
in the hope of erasing the cowardice she demon-
strated at the Talented Child's Center. She is

JASOIN MARTIN
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incredibly strong and resilient. When confronted
with the rare individual who can match these
traits, lawbreaker levels the playing field with
incredibly filthy trash-talk. She gets a huge kick
out of being underestimated, and often invites
heroes to "trade” blows.

It takes Jawbreaker about a week to induce a
chemical change in skin color, though the actual
change itself happens overnight. Crievous wounds
reveal an intemal strata of rainbow colors,

Jawbreaker: FL B; init +| (Dex); Defense 9 (+8
base, +1 Dex); Spd 30 ft; Atk +11 melee (+ 6571
Aot 19-20, unarmed), +9 ranged (+55, blaster);
SV Dmg +3 (Protection +8), Fort +3, Ref +1, Will
+2:5tr 14, Dex 12, Con 16, Int 11, Wis 14, Cha 13.

Skills: Innuendo +4, Intimidate +5, Taurit +7,

o

Feats: All-Out Aftack, Aftack Focus
(unarmed), Attractive, Durability, Indomitable
Will, Improved Critical (unarmed),

Powers: Deflection +4 [Extra; Reflection; Flaw;
Limited (energy attacks only); Source: Mutation;
Cost 2 pp; Total: B pp) SuperStrength +8 |Extra;
Protection, Immunity (cold, critical hits, electricity,
fire, poison, pressure, sonic, suffocation), Stunt
Lethal; Source: Mutation; Cost: 6 pp; Total! 50 pp].

Equipment: Custom |, Otto blaster +55 [5 ppl.

Weaknesses: Disabled [no sense of touch).
lawhreaker cannot feel anmy physical sensation
through her protective |acquer. Consequently,
she has poor manual coordination. She suffers a
-5 penalty on all Dexterity-based skill checks,

Disturbing, Jawbreaker suffers a -5 penalty
on Bluff and Diplomacy checks.



BACKGROUND

Wendy Wallace! was engaged to a man she didn't
really like, and worked dutifully at a job that
tidn’t particularly interest her. Like mamy intelli-
gent young women, she felt that life had maore
in store for her, and that her destiny was always
just around the cormer. Regardless, she contin-
ted to go theough the motions, including
getting together after work with tedious friends
atthedocal corporate watering hale,

One night, she left a litthe more drunk than
usgal, and this time, it caught up with her, Less
than a mile from the restaurant, she dozed off
at the wheel, and awoke to half-consciousness
with the sickening thud of her head smashing
into the windshield. She reeled under the
sobering realization that she had run her car
off the road and smashed into a telephone
pale. Althaugh she assumed that this moment
would end her life, it proved instead to be a
perplexing rebirth,

Her body was twisted unnaturally up against
the dash, and a slurry of ruptured organs
chumed beneath bruised skin, Through a veil of
pain and her last choked breaths, a familiar hand
seached into the car and touched her gently,
(utside the car stood an identical twin she newver
knew she had.

s life faded from Wendy Wallace?, it coursed
it the the strange "imposter,” Wendy Wallace2,
The "new” Wallace had all the aniginal's memories
antl none of her own, Over time, she realized that
she'd been unwittingly creating duplicates her
whole life, and that these clones lived their own
[ives, completely unaware that they were con-
rected to a greater sistechood, She procesded to
instinctivefy seek out other strays, and in short
prder, leamed to create more, Ammed with this
“army of me," she tumed her wiles toward caning
nut a maore exciting fife.

TACTICS

Although armed and dangerous, the Other
Woman eschews combat, She generates as
mamy clones as she needs to bog down an appo-
nent, allowing her to escape. She 15 much more
sffective as a tactician, and is skilled at sowing
confusion with gambits such as masguerading
as aimperiled bystander, With at least two dop-
pelgangers always in resenve, Wallace shows
fittle concern for her doubles, sacrificing them if
the going gets tough.
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USING
THE OTHER WOMAN

Wendy Wallace can crop up where she is least
expected. She never produces more than 18
duplicates in an encounter, as at least two are
always assigned as sleeper agents living nomal,
boring lives. In case of an emergency, the sleep-
ers can be called into service, absorbed, or (in a
worst-case scenario) taken ower as Wendy
Wallace!. It's possible that a PCs long-time
coworker or girlfriend is one such doppelganger.

Although she allows the Crush to |ead the
team's day-to-day operations, other members
of the Cligue defér to her pronouncements as a
matter of course, realizing where the true
power lies.

The Other Woman: PL 10; Imit +2 [Dex);
Defense |0 (+8 base, +2 Dex); 5pd 30 ft; Atk
+10 ranged (+ 55, blaster); SV Dmg +2, Fort +2,
Ref +2, Will +1; Str 10, Dex 14, Con 14, Int 16,
Wis 12, Cha 14

Skills: Bluff +7, Disguise +10, Innuenda +4.,

Feats: Attractive, Connected.

Powers: Duplication +10 [Extra; Absorption
Healing, Duration {continuous), Horde, Survival,
Source: Secret (GM's choice);, Cost 6 pp; Total:
&0 pp].

Equipment: kKelvex body armar [Effect; Armor
+5, Extriz: Immunity (fire), Cost 1 pp, Totel 6
ppl, custom Chanel blaster +55 [5 ppl.
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BACKGROUND

Pixie's father, Yoshi Mingei, paid dearly for the
naive belief that he could abandan his family's
tradition as enforcers for the Yakuza. Despite his
own parahuman abilities, the elder Mingei was
killed by a car bomb, leaving his young daugh-
ter in the care of his brother, a Yakuza loyalist
The brather, long jealous of his sibling's super-
human ifts, was quick to exploft the mutant
child. He taught her the hasics of murder and
theft, information his brother had attempted to
shield from her.

Leiko lived comfortably on the spoils of her
adoptive father's work, and romanticized the
lifestyle it affarded her. She had no compunction
over burglary and even more violent crimes, as
they eamned her great respect and riches.

Despite the Yakuza's protection, the
autharities eventually caught up with the
Mingei clan, and Leika's uncle was killed in
a bloody shootout with a police task force,
Rather than labor under the Yakuza's strict and
exploitative hierarchy, Leiko decided ta make her
own way. At 16, she easily smuggled her diminu-
tive frame aboard a jet bound for America,

USING PIXIE

Despite her moniker, Pixie is the most dangerous
and unpredictable member of the Cligue. She is
disturbingly capable as an assassin, though her
stint with the girls rarely gives her an oppartunity
to flex these muscles. Linlike the Clique’s other
members, she is generally very demure and
respectful, though prone to *spazing out” when
she sees something she really likes, Leiko is espe-
cially fond of Kowaii, elements of pop culture
that are equal parts scary and cute, such as the
work of the illustrator Junke Mizuno, Pixie is
faded to the point that even the most graphic
violence fails to phase her. Much to the distress
of her sisters in the Clique, she really seems to
enjoy hurting people and gigales freely when
bashing in skulls

TACTICS

Fixie acts as the Clique's scout and expert thief
Her favarite trick is to masguerade as a small
doll, and have herself shipped to the homes of
her victims. In a brawl, Pixie stays hidden until
she can make an opportunistic and decisive
strike. Rather than sticking around to slug it out,
Pixie prefers to dazle her quarry, escaping to
hit-and-run again.

[AS0MN MARTM
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Pixie: PL 7; Init +4 (Dex); Defense 11 (+7 base,
+4 Dex); Spd 30 ft; Atk +11 melee (+ 95, Pixie-
Stick], +11 ranged [+ 7L, Energy Blast—electricity):
SV Dmg +0, Fort +0, Ref +4, Will -1; 5r 14, Dex
18, Can 11, Int 8, Wis B, Cha 13

Skills: Acsobatics +11, Escape Artist +9, Hide
+8, language (lapanese), Move Silently +7,
Open Locks +8,

Feats: Attack Finesse, Attractive, Dodge, Lay
Low™, Surprise Strike.

Powers: Shrinking +6 (Tiny minimum) [Extra:
Mighty Mite; Source: Mutation; Cost: 3 2]
Total 18 ppl.

Equipment: Pixie-Stick [Effect: Weapon +7;
Power Stunts: Dazzle, Energy Blast (electricity);
Flaw; Device; Source Super-Science; Cost |
pp; Total: 9 ppl, Kelvex body armar [Effect

Armor +5; Extro: Immunity (fire); Cost: 271 pp,
Total: 6 pp],

Weaknesses: Quirk (fanatical). Partially due
to gratitude, partially due to an unhealthy
obsession, Pixie is hopelessly devoted to the
Crush. The Crush is not bisexual, but encourages
the attention as it increases her mystigue, Her
orgone energy manipulation has no effect on
Pixie's female physiology. Nonetheless, Pixie will
do anything the Crush says to prove her dedica-
tion to the Cligue.



BACKGROUND
Shayla Bingham was a beautiful wunderkind, work-
ng on a past-graduate degree in physics at LIC
Ivine at the tender age of 17. Despite her excep-
tional gifts, she impatiently longed for popularity
and recognition by the world at large. In a world of
parahumans, she was merely brght, and even her
parerits, both skilled physicans, seemed to get
invited to more parties.

She found a kindred spint when she was invited
[0 & program wese she could study the parahuman
penomenon alongside superheroes  themselves.
She acted as a lab assistant to Trooe Meadows, bet-
tes known as super-genius Gimmick, the Gadget Girl.
The: two became fast fiends. Gimmick even revealed
many details of her povate life, including her brief
stint with the villainous Clhque.

While studying quantum  cotangencies
together, Shayla activated a new expenmental
device that caused her to slip between dimen-
sions. Trivie encouraged her protégé to master
the technology, and try her own hand at crime-
fighting. Unfortunately, Gimmick's life yanked
her in many directions, and she was called away
o an extended assignment. Left without a men-
for, Shayla came to the attention of the Other
Woman, in the guise of a lowly TA. The Other
Woman had been keeping tabs on Gimmick
snce she'd guit the team, and saw potential in
the young Bingham.

To Cimmick's disappointment, Shayla was
seduced by the team's glamour, and signed on at
her first opportunity. Though she lacks the sophis-
tication of the ather girls, she fills an invaluable
piche, lawbreaker and Pixie seem to resenl the
youngster's energy, but with both the Crush and
Other Woman watching her back, her position on
the team seems safe enough.

TACTICS

Wallflower stays out of combat, and prefers let-
ting her more robust comrades wield her
gadgets. She grows a little more bold with each
adventure, however, and will now go as far as
weaking up behind a hero with her phasing
device to attach a device that will screw with
the enemy's powers. She does not carry a gun,
and her devices are generally non-violent, focus-
ing on defense and misdirection. She is currently
perfecting a teleportation fail-safe device for
Boy Toy, for whom she feels great affection.

JASON MERTIN
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USING WALLFLOWER
Although Wallflower is the Chigue's youngest and
least world-weary member, she is by no means
the goodie-two-shoes she appears, Now that she's
in the in-crowd, she'll bite, kick and scream to stay
there. Shayla has a hard time filling Gimmick's
shoes, and thus is eager-to-please to a fault. She
is smart enough to realize that the Other Woman
wears the pants in the family, but knows better to
antagonize the more vapid Crush. Wallflower is
not particularly confident or courageous, and
would likely fold under serious pressure.

Wallflower: PL 7; Init +6 (+2 Dex, +4 Improved
Initiative), Defense 9 (+7 base, 42 Dex)
(Incorpereal +5, ineffective vs. Energy Blast);
Spd 30 ft, fly 25 ft; Atk +4 melee [+65,

Gadgets), +7 ranged (+ 75, Gadgets), SV Dmg
+0, Fort +0, Ref =2, Will +2; 5tr 8, Dex 14, Con
10, Int 18, Wis 15, Cha 13,

Skills: Computers +10, Craft {electronics)
+10, Disable Device +8, Open Lock +8, Repair
+10, Science (quantum physics) +10.

Feats: Atiractive, Heroic Surge, Improved
Initiative, Talented (Craft, Science), Talented
(Computers, Repair), Talented (Disable Device,
Cpen Lock),

Equipment: Phase belt [Effect Incorporeal
+5: Extras: Float, Scramble Electronics, Flaw:
Device, Source: Super-Science, Cost: 3 pp, Total:
15 ppl, utility backpack [Effect Gadgets +7;
Flaw: Device; Source: Super-Science; Cost 1 pp;
Totol: 7 ppl.
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The history af the former Soviet Union has
bequeathed the title of "People’s Defender” to the
legendary Protonik, but he was by no means the
LIS5R's only superhero. Another powerful hero fre-
guently fought alongside Protonik, lovally serving
his nation as well as his communist handlars. Fioty
Cregov ware the mantle of Mnams (PLAAM-va,
“Blazing Star®) from the early 1980s through the
collapse of the Soviet Union. One of many parahy-
man mutants bom in the USSR during the 1950
Gregow could tap and manipulate intense cosmic
energy, manifesting it in fiery blasts, flight, and a
radiant force field. Handsome and popular with
the people, Gregov acted as the poster hero for a
reirvigarated Soviet space program

Upan the fall of the Soviet Union, Gregoy did
not go gently into that good night. Small splinter
cells within the Soviet government believed that
with the assistance of the country's numerous
superhumans, the military could seize power and
stem the collapse

Cregov, who had been coddled by the state
from & young age due to his mutant abilites, was
fiercely loyal to his government sponsors. Unlike
Frotonik, who many hard-liners saw as too
attached to his charges, Gregov cared little for the
people in the streets.

The Blazing Star displayed a disturbing affinity
for destruction as the vanguard of the attempted
coup. Because of the grave and complicated polit-
ical repercussions, only a small handful of the
warld's heroes followed Protonik to confront
Cregoy's nuclear-armed forces. Although  the
world teetered on the edge of anmihilation, the
heroes managed to solve the standoff diplomati
cally with surprisingly litte bloodshed. The defeat
marked only the beginning of Gregov's descent
into darkness,

With Protonik's approval, Gregov disappeared
in selfimposed exile, flying into space Tor what
seemied |ike the |ast time. Returning from Deep
Space, the Blazing Star made an unexpected
final heroic appearance in southern Belarus in
1952, I an attempt to avoid a nuclear catastro-
phe, Gregoy penetrated the destabilized core of
a nuclear power plant, using his cosmic powers
to contain an imminent meltdown.

While the Blazing Star struggled in the under
ground faclity, Belorussian officials bickered in
closed staterooms, The nation had suffered temi
bly from the dire effects of the Chernobyl
disaster in neighboring Ukraine, and the reac
tor's prosimity to the heavily populated city of
Mazyr forced everyone to fear the worst. The
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officials rashly decided to bury the reactor site
under a haphazard bunker of steel and concrete,
entombing Piotr Gregov within the contami-
nated facility.

Cregov's mind remained active, despite being
buried under 40 tons of radioactive dust. He
seethed aver what he perceived as the ultimate
hetrayal. For five years, the Blazing Star bumed
silently. The intense radiation twisted both his
mind and hody, further enhancing his profound
powers. In 1997, Belarussian scientists detected
strange energy fluxuations at the plant site.
Preparing  for the worst, the government
deploved a large specialized military force. They
need not have bothered.

The facility's protective bunker shattered in an
immense explosion felt as far away as Warsaw, A
hideows creature, Piotr Gregov, emerged, pro-
claiming himself czar of all he surveyed. The Czar
demanded that the Belarussian soldiers join him
of die, punctuating the arder with a wave of his
hand that destroyed a quarter of the amassed
forces. The rest immediately surrendered.

With the world's protests received as little
more than annoyances, the Czar has carved a
well-defended state, the Burning Protectorate,
from radicactive lands of southerm Belarus
and northern Ukraine. Few governments in the
region can muster the unconventional Torces
necessary to depose the autocrat. In addition
ta his own nearly boundless power, the Czar
fields a fermidable conventional army com-
posed of local thugs and mercenanes from the
Balkans to the southeast. He frequently offers
sanctuary to the world's most [oathsome crimi-
nals, including Cryptomax, Kalak, and agents
of Unitrol. Even Protonik himself has failed on
numerous occasions to bring his former com-
rade to justice,

USING THE CZAR

As the Blazing Star, Gregov was callous and
flamboyant, but sincere in attempts ta fulfill his
obligations as a hero. He strove to please his
superiors, His honorable defeat at the hands of
Protanik forced him to confront his greater
respensibility to the world, a spirit that mani-
fested itself in his intervention in Belarus.

His peoples’ fearful abandenment dunng his
most  heroic moment, however, emationally
destroyed the former hera. Left to contemplate
this bitter moment for five vears in a horrid toxic
tomb while undergoing nerve-shattering muta-
tions has warped Gregov irrevocably. He views
himself as beyond human and seeks nothing
less than to dominate man under his heel, He is
deeply misanthropic, and only barely tolerates
his human minions.

The Czar is governed by rage, and endures no
insult. Though not particularly cruel by nature,
he does not hesitate to deliver the most heinous
and painful end to those he believes have
wranged him. When most calm, the Czar is a
brooding and deeply isolated figure. Because of
a clash during his days as a hero, the Czar holds
a great deal of hostility toward the Atomic Brain
(p. 33), and will not aid him,

TACTICS

The Czar is a living nightmare of destruction capa-
ble of slugging it aut with the mightiest of heroes.
Though denied the cosmic awareness of a true
god, the Czar has mastered the primal farces that
hind reality sufficiently to Transmiste 50 cubic fest
of matter. He often utilizes this ability to liguefy
the weapons of his enemies, or to suffocate foes
outright. Gregov's metamorphosis within his steel
and concrete sarcophagus greatly increased his
size, strength, and mass, allowing him to lift 12
tons. Years spent burning in the reactor core tem-
pered his spirit and hardened his heart His
bittermess and strength of resolve have made him
superhumanly tough in body and mind, and oblit-
erated any sense of human compassion. It simply
isn't worth his while to souff out all life on the
plaret, though the idea has crossed his mind. His
flight speed and resilience allow him to seek sali-
tude in the peaceful vacuum of space, or exprcise
his personal demons by obliterating primitive
inhabited planets,

GCAME STATISTICS

The Czar: PL 17, Size Large; Init -1 (Dex); Defense
23 (+15 base, -1 Dex_ - size); Spd 40 ft, fly 90 ft;
Atk +19 melee (+11 L reach 10 ft., unarmed), 12
ranged (+10L, Energy Blast—radiation); 5V Dmg +5
(Protection +6), Fort +15, Ref -1, Wil +13; Str 20,
Dex 8, Con 20, Int 10, Wis 16, Cha 20,

Skills: Languages (Russian, Polish), Knowledge
(histary] +7, Intimidate +11,

Feats: Headquarters (see below), Immunity
{aging, critical hits, disease, exhaustion, fire,
poison, pressure, radiation, starvation, suffoca-
tion), Indomitable Will, Infamy, Minions
(Loyalty 31}, Power Attack, Stoic*, Takedown
Attack, Trance, Wealthy.

Powers: Amazing Save (Will) +10 [Extra:
Fortitude, Sewrce Training; Cost: 2 pp; Total: 20
ppl, Cosmic Power +11 [Extros: Energy Blast
(radiation), Suffocation; Power Stunfs Space
Flight, Super-Flight; Flaw: Missing Effect (sense
cosmic forces), Sowrce: Mutation, Cest 9 pp
Total: 103 pp], Growth +6 [Extras: Duration {per-
manent}, Immovahbility +8, Protection +6,
Superstrength +6; Power Stunt Lethal, Source:
Mutation; Cost 6 pp; Total: 28 pp].

Weakness: Disturbing. The Czar stands over
12 feet tall, and appears to be a massive,
gnarled and calcified skeleton supported by
crude iron robotics. Half of Cregov's face
appears as a milky sihver corroded metallic skull,
the other as a featureless iron plate. Mo sign of
human compassicn shines from his single white
eye, The Czar suffers a -5 penalty on Bluff and
Diplomacy checks and cannot pass as normal
even in a world full of parahumans,

Berserk. Cregov bears a stagoering hatred of
humanity for abandoning him in his greatest
moment of heraism, Were he a stronger man, he
would forever depart his home planet and seek
peace in the stars, but something keeps him
tethered here. Tragically, he has grown too
accustomed to the paison whispers of sycophan-
tic underdings, and would never again subject
himself to the terible isolation he felt in the
reactor core,

A cosmic storm brews within him. His anly aut-
let for this rage is the annihilation of his enemies,
He demands wtter subservience, and any per-
ceived insolence sends him into a berserk rage
{see Mutants and Masterminds, page 106} In
such a state, he has destroved his palatial estate
an more than one occasion.

Minions: Mare than 2 million toil like serfs to
serve the Bumning Protectorate's military/indus-
trial complex. The Czar rules tyrannically from
the state palace he calls home, dispatching any
internal unrest with a highly efficient state
police called the "Stellar Guard” (p. 28). His sub-
jects are not free to travel, and are given little
access 1o media from the outside world,
Although they enjoy little freedom, the citizens
are adequately fed, sheltered, and cared for by
the state. lronically, the Protectorate’s aged
receive some of the finest care in the world,

Headquarters Features: Communications,
computers, defense system, fire prevention,
Forge Flield +17, gym, hangar, holding cells, infir-
mary, laboratory, library, living space, museum,
power system, reinforced, security system, staff,

CAPERS

Thirst for Humanity: In a strange tum of
events, human rnghts within the Burning
Protectorate have improved dramatically. The
state has taken to distributing food and
resources, and even the most remote moun-
tain village is receiving quality healthcare. The
Czar proclaims that he has seen the light, and
has fargiven humanity its past transgressions,
He longs, once again, to be a here of the pao-
ple, This new behavior seems lasting and
carries on for a year before META-4 decides to
send the heroes in to semreptitiously investi-
gate the former ftyrant's sincerity. The
organization’s patience may prove costly, By
the time the heroes unravel the plan, it may be
too late to intercede.

In a bid to regain his lost humanity, the
Czar has entered an infernal alliance with
Kalak the Mystic (p. 68} On the anniversary of
Gregov's social reform, the population has
planned an enormous parace and feast in his
honor Kalak plans to sacrifice the thousands
in attendance in a dark mitual that will infuse
the Czar with their human essence, cleansing
his body of radicactive mutations,

In exchange for this purfication, Gregov will
abdicate his throne to either explore the stars

aor reintegrate into society. Kalak will then turn
the state into a twisted nation of undead. It's
possible Cregoy, still 2 potent cosmic power-
house, could be the heroes' only hope of
putting down this ghastly new kingdom.
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Ohio's Serpent Mound State Memarial halds one
of Morth America’s most puzzling and enduring
ancient mysteries. An earthen mound shaped |ike
a giant uncailing snake extends nearly a quarter
mile, its huge mouth ready to swallow a solitary
mound resembling a massive eqg. The huge
structure has confounced experts since its 1885
discovery and subsequent preservation. Many
believe it was constructed by the Adena Indians
some time between 800 B.CE and | CE., but its
true purpose has never been  discovered,
Scientific curiosity gave way to autright greed in
the sweltering summer of 1964, however, when
community college history professor  Marvin
Sneed convinced twio of his students to excavate
the egg mound under cover of darkness

With litele difficulty, the three penatrated the
surface of the mound and discovered a small
hollow within, Amid bones and artifacts consis-
tent with previous findings, Sneed and his
students found something whally unexpected—a
futuristic blue and white bodysuit made of
unknewn cloth-like fibers, The suit bore an
unusual cowl and a chestpiece of abvious tech-
nological origin, although it resembled no
technology the graverobbers had previously
encountered, Either somecne had hidden the
suit within the monument to keep it safe, Sneed
reasoned, or it had laid undisturbed for cen-
turies since the era of the Adena, Either way, the
suit would be unthinkably valuable. Either way
meant trouble. Sneed shot both of his students
and absconded with his illicit gains.

When curiosity eventually got the better of
him {about 12 minutes after retuming homa
from the mound), he donned the costume, feel.
ing an almost euphoric high that instantly
cooled his nervousness regarding the theft and
double murder. The suit felt “right” to him, and
within a week he discovered that he possessed
several superpowers while wearing it He could
lift thousands of pounds, fly through the air
nearly twice as fast as he could run, and blast
bolts of energy seemingly summened from the
air around his hands. He added gloves, a cape,
and a high collar to liven up the suit and fit the
elaborate costume canventions of the day,
Private experiments with knives and guns
revealed the suit's mearindestructibility and
comvinged him that he need never teach com.
munity college again. Instead, he would make
history of his own.

Sneed’s selected the First Municipal Bank of
Columbus, Ohio as his primary target, crashing



timugh the building's efaborate glass skylight
in the middle of a busy noontime rush. When
Iwo security guards attempted to apprehend
him, the suit responded to his mental panic, and
fhe mechanical chest apparatus began to whirr
andl glow with a bizare red intensity. As Sneed
watched apprehensively, the guards' bodies
warped in swirls of colorful energy that Flew inte
the chest apparatus as if drawn down by a
wcious whirlpoal. Taking an academic title he
hadn't earned, Sneed declared himself “Dr.
Dungeon,” and left the bank with 31 millien,

Throughout the latter half of the 1960s, Dr.
Bungecn battled dozens of superheroes,
becoming one of America’s most wanted wil-
lains, He reveled in the media attention,
spending most of his ill-gotten fortune to
finance more and more daring capers, often
With the assistance of other costumed criminals
like Insanc and the Red Queen. A graup of icon-
pclastic heroes knawn as the Happening often
foiled Or. Dungeon's plans, sending him 1o jail
time and time again, only to see him back an
the streets within months thanks to a mixture
fabulously expensive legal counsel and unbe-
lievably good luck.

In 1966, Dr. Dungeon encountered the
Ancient Astronaut, a mysterious cosmic-pow-
gred alien who resembled the giant statues of
Edster [slancl. Over the course of a titanic battle
dbove the streets of Arcadia, the Astronaut
vealed to Sneed some of the powersuit's mys-
terious ariging. The suit, he explained, opened a
conduit to a transdimensional prison planet
known as Hellworld, a hopeless, violent dump-
ing ground for the galaxy's vilest criminals, The
fstronaut didn't know how it had come to
Earth, but spoke of a 1000-strong alliance of
interstellar police called the Gatesmen, wha
used similar suits to patrol the spaceways and
kaep them safe from evil. Exile to Hellworld, he
saifl, was reserved only for the very worst, most
powerful galactic criminals, and amounted 1o a
vrtual death sentence for anyone else, He
begged Sneed to put aside his criminal career
for the sake of his victims,

The play didn't work, Instead, Sneed absorbed
fhe Arcient Astronaut into the costume's chest-
piece, cynically telling the alien that if he cared
s¢-much about his victims he should go to
Hellworld and protect them himself, The tele-
¥iszd battle brought Sneed to the attention of
the Astronaut's friend Gavin Fierce, the leader of
META-4, who tracked and attempted to capture
nim thraughout the decade.

Pierce and several META-4 agents, deter-
mined to put Marvin Sneed out of commission
forever, attacked Dr. Dungeon in fate 1970,
while he was distracted in battle with the
dappening in Arcadia. During the fight, Dr.
Dungeon absorbed a full squad of META-4
agents and two members of the Happening, the
[antric Avenger and Adam Century. The demor-
dlzed Happening fell apart later that year,
ahout the same time Dr. Dungeon received a life
seritence for his crimes,

In court, however, Dr. Dungeon's lawyers
iealed an astonishing fact—Sneed had become
nbsessed with the costume in 1965, and had
not removed it 0 the five vears since. In that

time, he had not slept, had eaten only seldomly,
and appeared not to have aged a day. Forcing
him to remove the costume, they charged, would
be & violation of his civil nghts and, since no ane
knew what effect it would have on his physial-
ogy, would classify as cruel and unusual
punishment The judge (later imprisaned on
bribery charges in an unrelated case) agreed,
sending Sneed to a special prisen and placing a
META-4-built lock on the costume's chestpiece,
There he remained until just last month, when
he finally was released from prison on parole.
But Dr. Dungean has no intention of refarming.
Once, America's newspapers told his glorious
story in daily updates. Sneed longs for a rebirth
of those bygone days.
But first, he'll need some money.

USING DR. DUNGED

Dr. Dungeon provides Camemasters the oppor-
tunity to insert @ Silver Age-style supervillain
into: a modern campaign without resorting to
time travel. Sneed was little changed by his
lengthy priscn stay, and his metivations remain
cardboard as ever—get rich, get in the papers,
repeat. He's jealous of most modern mega-vil-
lains, and seeks to regain his former post as the
nation's most wanted supervillain (something
that's extremely unlikely to happen given the
existence of powerhouses like the Czar, Atomic
Brain, and Kalak the Mystic),

IF you use Dr. Dungeon, you'll probably end up
sending one ar mare characters to Hellworld, a
difficult-to-escape  prison  planet in the far
reaches of the dimensional cosmos. Details on
this world have been left deliberately vague,
allowing Camemasters to create the place as
best suits their campaign, Possible denizens of
Hellworld fram this boak include Soversign
(p. 82), the Carion Queen (p. 48], Waymaker
(p. 112}, Sulemain (p. 96), and the Mountain
King (p. 76), to say nothing of the hordes of
demons {p. 24), aliens (p. 21), cultists (p. 23),
goblins (p. 24), and thugs {p. 29) that infest the
place and make life there a living Hell,

Whether Hellworld becomes a majar set-piece
for the campaign depends largely upon prefer-
ence and upon how many characters have been
absarbed, If Dr. Dungeon managed ta trap the
entire party, perhaps a brief campaign arc is in
arder, with the characters attempting to find
some means of escape (perhaps with the help of
previously maroaned heroes like the Ancient
Astronaut and the Tantric Avenger), If only a few
characters have been absorbed, the campaign
might take a short detour as half the group tries
to find some way to free their friends, either by
enlisting the help of a dimensional traveler like
Vagabond (p. 108) or by setting off on a physi-
cal journey to Hellworld.

g g g

Dr. Dungean isn't totally malevalent, and has
taken the Ancient Astronaut’s waming about his
suit's chestplate senously encugh that he no
longer absarbs bystanders and security guards as
a matter of course. He won't hesitate to absorb a
troublesome superhero, however, and is eager to

try it soon to make sure that the META-4 power
lock recently disabled (for a fee] by Flayer 2
{p. B4) didn't damage his ability to send enemies
to Hellworld (it didn't), Although he's far from a
genius, Sneed is smart enough to realize that it's
easier to absorb big, dumb enemies than it is to
absorb smart foes (because resisting the
Dimensional Travel power check requires a Will
save], and plans his battles accordingly,

Despite the power of the chestpiecs, Dr.
Dungeon prefers to take out enemies with a com-
bination of his Energy Blast and powerful melee
blows bolstered by his terific Super-Strength.

CAME STATISTICS

Dr. Dungeon: FL 11; Init +6 (Dex, Improved
Initiative); Defense 17 (+5 base, +2 Dex); Spd
30 ft, fly 50 ft; Atk +6 melee (+105, unarmed)
or Atk +6 melee (DC 20 Will save, Dimensional
Travel touch), +8 ranged (+105/1, Energy Blast—
light); S\ Dmg +2 {Protection +10), Fort +2, Ref
=2, Will +0; 5tr 10, Dex 14, Con 14, Int 14, Wis
10, Cha 12

Skills: Enowledge (history) +8, Search +85,
Spot 4.

Feats: Above the Law®, Atlack Focus (Energy
Blast), Attack Focus (unarmed), Human Shield™,
Improved Initiative, Point Blank Shot.

Equipment: Or. Dungeon's pawersuit grants
him the following powers;

Alien Powersuit [Effect Ammaor +10; Extra:
Immunity {aging, cold, disease, exhaustion, fire,
paison, pressure, starvation, sonic, suffocation);
Power Stunts: All-Around Sight, Amphibious,
Darkvision, Rapid Healing, See Invisibility, True
Sight; Flawe Device; Source: Super-Science; Cost
2 pp; Toral: 26 ppl.

% Dimensional Travel +10 [Extros: Ghost Touch,
Range (touch); Flows: Device, Limited {Hellworld
only}, Others Only; Source SuperSdence; Cost: 1
pp; Tofal: 10 pp).,

» Energy Blast (light) +10 [Extros: Deflection;
Power Stunt: Dual Damage; Flaw: Device:
Source Super-Science; Cost 2 pp; Total 22 ppl.

¥ Hight +10 [Extrms: Super-Flight; Flow:
Device, Source: Super-Science; Cost: 2 pp; Totol
20 pp},

¥ SuperStrength +10 [Flow: Device; Souwrce:
Super-Science; Cost: 3 pp; Tofal 30 pp],

CAPERS

Attica! Attical: Dr. Dungeon's disregard for
bystanders and penchant for slipping through
the fingers of justice combine in a karmic
revenge plot! The technologist wife of an inno-
cent man Dr. Dungeon absorbed years ago
captures the villain in a devious mechanical
trap and tortures him until he produces her
long-lost laver. Since the good doctor doasn't
understand how the gate function of his pow-
ersuit works, the vigilante decides to conduce
painful experiments aimed at unlocking the
suit’s secrets. |n the process, she manages to
free dozens of galactic villaing and hidecus
monsters, which draws the player characters to
the scene.
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While the Americans created their first superhu
mans through scientific experiment, Germamy's
Third Reich took @ more cost-effective approach.
In the early years of World War I, Nazi scientists
and secret agents skulked around the United
States and Western Europe, kidnapping foreign
superhumans for dissection and replication in
German labs. This gnsly craft gained its greatest
success in 1943 when Everyman, the orniginal
Amernican superhuman, vanished while flying a
reconnaissance mission over Berin, Months later,
a demented Nax trio called V3 appeared, boast:
ing the powers of America’s foremost champion
Later that year, another apparent Everyman off-
shoot took the field, a masked anstocratic
ibermensch who called himself lran Cross

Iron Cross {Eisenkreuz) clothed himself in the
regalia of Mazism, his features concealed by an
elaborate mechamical iron mask. He spread his
fame thwarting cnmes on the Cerman home-
front, casting rumars about his identity to every
state of Germany. Popular legend considered
him a top Luftwalfe flight leader disfigured in
combat and granted fabulous power in remem-
brance of his brave sacnfice to the Reich. His
legend soon reached the ear of Adolf Hitler, wha
made lron Cross his personal bodyguard and
special consultant in 1944

With allied soldiers on Berdin's ¢ rstep, the
Fiihrer struck out desperately at Lo don itself,
sending all of hus superhumans to England with
orders to destroy the Bntish capital. The Man
team encountered a well-prepared  Victory
Legion of American and European heroes, and
the resulting battle soon became history's

bloodiest superhuman conflict. A dozen combat-
ants and hundreds of civilians lost their lves
Realizing a lost cause, Iron Cross quit the field,
vanishing completely from public fife.

For much of the next decade, he worked
hehind the scenes as the supreme commander
of ODESSA, a secret society of German special
agents who ensured the sale passage of Nazi
war cniminals and German artistic and scientifi
geniuses from occupied Germany to a secluded
Antarchc refuge called Neu-Schwabenland, Iron
Cross and his agents ferried their charges away
from the public eye using “flying saucer” vessels
developed too late to tilt the war against the
Allies. Later, he came to th
Mazis in South Amenca, giving birth to a cottage
industry of lron Cross sightings that saw the
United States and Israel dispatch agent after
frustless agent in-an impossible mission to catch
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iim in the act, or even to confirm that he was
zill alive,

Confirmaticn armved in full in 1958, when
IE14-4 agents Gavin Frerce and Johnny Calhoun
encountered Iron Cross and a cadre of MNazi goons
m Easter Island. The Americans had come to
flapa Mui to investigate a mysterious chamber
discavered by archeologists beneath ane of the
Eland's largest manaliths; the Mazis presumably
same 1o destroy that chamber. lron Cross made
short work of Pierce and his allies, brutally dis-
giching them with stunning displays of

- auperstrength, Before the Nazi supervillain could
kil Jahnny Calhoun, Pierce pried open the cham-
ters seals, releasing a powerful alien being
named Aton, trapped on the island since his ves-
i crashed there centuries ago, Aton mited lron
Cross and went on to become the celebrated
Ancient Astronaut. |ron Cross once again van-
[shed from history, returning fo the solitude of
fas-Schwabenland.

Connecting rumars of Nazi flying saucers to
their apparent interest in the Ancient Astronaut
revealed that the Antarctic Germans were inter
gited i outer space and alien races, but
maldn’t hope to hint at the extent to which
Net-5chwabenland had become immersed in
the world of the extra terrestrial. After finally
raching the Mazi compound, loyal Germans
were informed that their government had, since
e mid-1930s, received technological assis-
lance from the skoviak, a reptilian alien race
Whit wished to see Cermany dominate Earth,
Caring mothing of human politics, the skoviak
walued only Aryan genetic stock, which bonded
zasily with skoviak DNA 1o create perfect "invis-
Iie® agents. Aligned to Nazi ideals, these deep
over spies would insinuate themselves into
fuman society, achieving positions of impor-
fance and awaiting the oppartunity to turn the
planet over to the skoviak without shedding
unnecessary blood or wasting natural resotrces
i@ vialent invasian.

Immediately before his death at the end of
e Second World War, Adolf Hitler predicted
that the “Third Ceneration” of Mazis would nise
mnce: again and claim the world as its own.
Wihile  angry  militant  twentysomethings
threeghout Europe follow the career of the Nazi
mek diva Blitz, arogantly thinking themselves
fulfilling Hitler's prophecy, the true third genera-
fion of German/skoviak crosshreeds are just
teing born in  Meu-Schwabenland, already
mepaning for the day when they will join their
rents and grandparents in the world beyend
the Blizzard Daors. When thiee generations of
doviak moles hold positions of influence in
wald governments and the boards of directors
of multinational corporations, the coup will be
amplete. and Adolf Hitler's final words will ring
aue from his unmarked grave.

USING IRON CROSS

nn't fancy mixing: your Mazis with your aliens,
gt like the idea of a Werld War ll-era menace
eaching farward from history to touch the lives
of waur herces? Ditch the alien element and
make Neu-Schwabenland a very terrestrial com-
pound developed by ODESSA following the war.

In this scenario, even the best Mazi engineering
couldn't keep a community as large as Meu-
Schwabenland alive for so long without a
healthy dose of obligatory comic book catastro-
phe. Some time in the 19505, the subterranean
city's Blizzard Doors collapsed, plunging the
compound  into deadly  cold.  Mew-
Schwabenland's citizens died within hours.
Somehow, lron Cross survived, although  his
body entered a cold-induced torpor that lasts
Leritil the modern day.

The player characters become involved when
cantacts in the government or scientific cammu-
nity discover the entrance to Meu-Schwabenland
while conducting a geological sunvey of
Antarctica, Opening the damaged Blizzard
Doors only to discover once-opulent swastika-
emblazaned hallways, the authonties decide to
enlist superhuman help. Once discovered and
thawed, lron Cross attempts to escape, taking
contral of existing pro-Mazi subcultures (possibly
with the help of Blitz, p. 46) to reignite the fires
of the greatest war the world has ever known,

Whether you prefer him as neble scion of a new
order of alien-infused Mazism or as a thawed-out
throwhack to & lost age of heroes and villains,
Iron Cross' demeanor and mannerisms remain
constant, A calculating, self-interested genius,
Iron Cross cloaks himself in Mazi ideclogy but is
most interested in maintaining and expanding
his leadership rale and life of privilege.

The skoviak known their plan will fail if Earth
develops meaningful space travel before the
Third Generation achieves matunty, predicted
about 2020. Accordingly, Iron Cross and his
ODESSA agents work to thwart expenments into
space travel and to hunt down and destroy all
evidence of extra terrestrials in order to shep-
herd a skeptical populace. Characters from other
planets of those who benefit from alien technol-
ogy might encounter & surprise visit from Iran
Cross, which could put the player characters an
a trail that leads straight to high adventure in
Meu-Schwabenland,

fron Cross dislikes American and European
superheroes, particularly those wha clothe them-
selves in patriotic garb. He peppers battle
banter with references to how current oppo-
nents could never cut it in the “golden age” of
heroics, |f one of your heroes maintains a legacy
that goes back 1o the 1940s, lron Cross presents
an interesting opportunity to provide an alter-
nate wviewpoint of the player character's
predecessor, Perhaps Iran Cross reveals some-
thing wunflattering about the character,
maintaining that the hera always ended a fight
unconscicus, or that he ar she onge confided in
him that they agreed with Nazi sentiments.
(Depending upon how darkly your campaign
views the world, perhaps some of these insinua-
tians are true.)

TALCTICS

Iran Cross has been in the superhuman busingss
since the 19405, and he fights like a man who
has benefited from decades of experience. He
seldom puts himself in unnecessary danger, fre-
guently shooting grounded opponents from the
safety of the air. An arrogant braggart, he has

trouble resisting @ one-on-one fight with a simi-
larly powerful character ar a character who
represents a legacy that goes back to the so-
called Gelden Age. In melee combat, he prefers
ta bash apponents with foreign objects such as
cars, street signs, or steel girders. He occasion-
ally peppers his fight commentary with bad
puns and pithy quips in the tradition of ather
19405 superhumans.

GCAME STATISTICS
Iron Cross: PL 17; Init +4 (Dex); Defense 29
(+15 base, +4 Dex); Spd 30 ft, fly 50 fi; Atk
+20 melee [+155, unarmed), 19 ranged (+15L
blaster pistal); SV Dmg +4 (Protectian +10), Fort
+4, Ref +4, Will +2; Str 20, Dex 18, Con 18 Int
14, Wis 14, Cha 16.
Skills: Bluff +8, Language {French, German),
Listen +12, Pilot +14, Search +12, Spot +12,
Feats: Durability, Immunity {aging, cold, electric.
ity, exhaustion, pressure, radiation, suffocation),
Powers: Flight +10 [Source: Mutation; Cost: 2
pp. Total: 20 ppl, Super-Senses +10 [Source:
Mutation; Cost 2 pp; Total 20 ppl, Super-
Strength  +10  [Extro;  Protection; Soure:
Mutation; Cost: 5 pp; Total: 50 pp].
Equipment: Blaster pistol (+151), iron mask
[Effect: Sensory Protection +10; Power Stunts:
Radio Broadeast, Radio Hearing; Source: Super-
Science; Cost 1 pp; Total: 12 pp).

CAPERS

Seven Priceless Paintings!: Recently several
previously unknown masteipieces by the World
War ll-era German pairter Alfe Strasse have sur
faced in intermational art circles. Shadowy
agents of ODESSA are killing to get them back.
An investigation into Strasse reveals that the
master vanished at the end of World War I, and
was presumed to have been killed during the
Allied invasion of Berlin. All trails lead o a
Chilean art dealer, who in tum leads the PCs to
legends of Neu-Schwabenland, where Strasse
and hundreds af other cultural figures were
smuggled in the era of the Nuremberg Trials. A
trip to MNew-Schwabenland, naturally, leads to a
confrontation with Iron Cross,

Goering's Diary: Reichmaster  Herman
Goering, Adalf Hitler's hand-selected would-be
suceessor, distastefully referred ta lron Cross as
“the fareigner” in his diary, which refers to an
“Antarctic mountain range’ as the German
superhiuman's final destination. ODESSA badly
wants Goering's diary, and is willing to kill
whomever it needs to in order to retrieve it
Why? What happens when the diary falls into
the hands of the player characters?
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As General Sherman marched toward Atlanta in |
1864, an increasingly nervous Confederate
President lefferson Davis entertained all man-
ner af far-flung schemes to tum the tide of the
American Civil War. In June of that year, Davs |
received a delegation from Vatican City led by
the enigmatic sorcerer Father Luciano, a high:
ranking agent in the Ordo Seclorum, a secret
cabal of Cathalic wizard-philosophers who
quarded the arcane knowledge wrested from
heathens during the Inquisition. Father Luciano
delivered to Davis a crown of thoms hand-
woven by Pope Pius 1X, who saw parallels
between the plight of the Confederacy and his
own struggle against radical Italian reformers,
Luciano also offered the beleaguered president
his services and skill in the mystical arts

Al President Davis's request, Luciano and his
men initiated a dark magical rtual that mani.
fested Balshamon, a demonic spint from the
underworld, anel forced it to inhabit the body of
a young rebel soldier, The proud duke of Hell
boasted that he would not depart Earth “until
the Union shall fall.” Luciano and Davis named
the creature lohnny Reb, a tireless soldier it by
the fires of self determination and the powers of
enduring Southern cultural institutions. |

The cnly other man to see Balshamon mani- |
fest on Earth was St Germain, an immaortal
European adventurer, jewel thief, and raconteur
who had tracked his long-time enemy Luciang
feom Italy to Richmond. After a successful con-
frontation with Luciano, 5t Cermain dogged
lohnny Reb's trail all the way to Atlanta, where f
the demon dispatched hundreds of Lnion sol-
diers in his protection of the city. In a climactic
battle, 5t. Germain shot Johnny Reb in the fore-
head, lodging a sanctified solid-geld bullet into
his demon-tainted brain. Believing the matter

# settled, St Germain returned to Europe to

delight courtesans and society ladies with his
tales of bravery on the American front.

lohnny Reb's body never decomposed, heow-
ever, and dunng the Union's occupation of
Atlanta it served as a sort of roving mascot of
the Confederate defeat, moving from tavern to
tavern to hang above manties as a grim trophy.
General Sherman considerad the body a good
luck cham, and ordered that any soldier who
removed the bullet from its head be shal. The
Unicn abandoned Atlanta that November, leay-
ing lohnmy Reb to burn with the rest of the city.
But Balshamon, still trapped within the lifeless
corpse, would not die so easily,



(ver the next hundred years, the corpse of
lohnny Reb, rescued intact from the ashes of
Mianta, served as an object of adoration for the
Incorruptible Society, a group of influential
white supremacists who fought integration,
feconstruction, and finally civil rights through-
ot the American South. They concocted a false
“history for the man and the gold bullet, honor-
ing fiis memory in quasi-religious ceremonies. In
1364, Elmer Durrocks, supreme leader of the
Incoruptible Society, removed the bullet from
Johany Reb's head in a ritual that had been
wiained by prophecy. Balshamon's  spinit
spurted from the wound, dominating Dumocks
“and transforming the racist politico into a host.
Jofinmy Reb lived again.

The demon decded to use his new form to
take control of the Incoruptible Society, reason-
Ing that upsetting America's racial tensions was
the best way to destroy the country. He and his
ponies sponsored and organized a series of
knchings and murders of civil rights activists
that lasted more than a year. lohnny concocted
# fanciful costume sure to bring the attention of
the media, which he figured would only spread
ht message, hastening the fall of the nation,
Instead, it gained him the attention of former
Homefronters Victory Girl, Ouija, and the
Agrarian, who came out of government-forced
mlirement to deal with his menace, A lengthy
battle left the Imcomuptible Society scattered
and Elmer Durrocks in a coma, the spirit of
Balshamon trapped within,

In 1970, a liberal hospital worker named
Sryce  Atkins decided that Durrocks didn't
geserve to live, even in a coma. The young
gderly took the law into his own hands and
switched off Johnny Reb's life support. Instead
of the gentle death he expected, Bryce looked
o in horror as Balshamon's demenic lifeforce
gazed from the dying Durrocks. In moments, the
fignd inhabited his third human host. Within
ranths, he'd reestablished himself as a supemvil
n, adopting an updated version of his
wstume and contacting former members of his
aganization. His greatest modemn victory came
f 1980, when he murdered the Native
American Statesman Orenda.

Fnally captured in the late 1980s, lohnny
feb was remanded to a federal penitentiary in
Washinoton, D.C, where he seems to have
passed out of history. Recent divinations by the
ligiferlan revealed that Balshamon somehow
kit Bryce Atkins in the early 1990s, but he has
nat been heard from in the meantime, While it's
passible that the demon discovered some way to
scape Earth, America still stands. It seems likely
ohany Reb will return,

USING JOHNNY REB

More than 100 years of servitude to long-dead
fonfederate masters have granted lohnny Reb
hemiliating perspective, Now on his fourth
heman host, the demon despairs that Amernica
might never fall, and that he might be trapped
here forever, never to retum to his beloved king-
dom in the Underworld. He wants desperately to
[eqve Earth, and he isn't willing to go through
anather half-dozen hosts to escape.

The details behind Johnny's possession are
left as special effects for the GM to decide upon
as best fits his campaign. You might rule that
Balshamaon's spirit must be disrupted through a
magical ritual after his host has been killed, or
you might decide that the only way to truly trap
the demon is to completely incapacitate (but
not kill} his host. Simply dying shouldn't be
enough to get rid of him forever, or he would
have tried killing himself a long time ago.

Who serves as his current host has been left
deliberately vague in order to best fit devel-
opments in your own series. One option is to
fool your players into trusting a government
or military official who only later reveals his
true identity. The statistics below reflect what
happens when Johnny inhabits an average
host, If you decide to place him in the body of
a more powerful character (perhaps a super-
heral), be sure to adjust his point totals and
power level accordingly.

No matter how well he hides within the body
of a host, lohnny Reb will have a difficult time
masking his feelings for the racial minorities of
America, particularly  African  Americans.
Although all humans looked alike to him upon
his arrival in 1864, a century of inhabiting the
minds and bodies of vile racists has led him to
believe his own message, His secret army of big-
ots remains strong (particularly in the American
South) and awaits his orders to march on state
capitals, rifles and nooses in hand.

TACTICS

lohnny Reb was summoned to Earth to fight in
the front lines, and he prefers to lead his followers
from the heat of battle. He fandes himself a
"Southemn gentleman,” often challenging his ene-
mies to cne-on-one battles to "prove the measure
of a man." Although he's a despicable racist, he
retains a certain gentility that colors his combat
options; Johnny despises cheats and will never
strike a (white) man whose back is tumed to him.
Against formidable foes, he attacks from afar
with Energy Blasts from his Flaming Sword while
maving to close for melee combat.

CAME STATISTICS

Johnny Reb: PL 13; Init +3 (Dex}; Defense 23
(+10 base, +3 Dex), Spd 30 ft; Atk +14 melee
(+24L, Faming Sword), +13 ranged (+13L
Energy Blast—fire); SV Dmg +2 (Protection +8),
Fort +2, Ref +3, Will +1; Str 16, Dex 16, Con 14,
Int 12, Wis 12, Cha 18.

Skills: Bluff +23, Diplomacy +24, Disguise
+17, Gather Information +17, Intimidate +17,
Taunt +17,

Feats: Attack Focus (armed), Indomitable

Will, Infamy, Inspire, Leadership, Minions
{Loyalty 26),
Powers: Nental Protection +10 [Sowurce:

Mystical, Cost 2 pp; Total: 20 ppl, Super
Chansma +13 [Extrm; Intimidating Presence;
Source: Mystical; Cost: 3 pp; Total* 39 pp], Super-
Strength +8 [Extra: Protection; FAow: Protection
Ineffective against gold weapons; Source:
Mystical, Cost: 4 pp; Total: 32 pp.

Equipment: Flaming Sword [Effect Weapon
+13; Power Stunt Extra Attack (Energy Blast—
fire); Sowrce: Mystical; Cost: 1 pp: Total: 15 pp).

Weakness: Quirk {racist). Balshamon will never
willingly cooperate or assist non-white individuals,
and helds African Amernicans in particularly low
regard. IF offered multiple targets, Johnny Reb
chooses to attack non-whites over white oppo-
nents, even if doing so means putting himself at a
tactical disadvantage. It takes great effort for him
to tolerate the presence of his "racial inferiors’
even in social situations,

CAPERS

Johnny's Retumn!: lohnny Reb cumently inhab-
its the body of Lloyd Arbitage, Defense Secretary
of the Linited States of America, Working in con-
cert with elements within META-, Arbitage has
initiated the Orenda Project, an effort to secretly
release supercriminals from imprsonment and
use them as disposable agents for top-secret espi-
onage and blad-budget military operations in
foreign countries. While these efforts nominalky
senve American interests such as assisting the
Wars on Drugs and Temorism or combating the
infiuence of Unitrol in Africa and South America,
their primary purpose is to destabilize foreign
govemments and get the United States involved
in military confiicts around the globe.

The heroes might become aware of Orenda
when a prison vehicle driving from 'a super-crimi-
nal prison or asylum to a local aiport or safe
house crashes, depositing a halfdozen willains
who should be safe behind bars on an interstate
highway. Clues lead to a warehouse safe house
and hints of the Orenda Project, which ultimately
leads all the way back to Washington.

Gathering the Posse: Before he can make a
move against America, lohnny Reb knows he
must contact his faithful racists in the
Incorruptible Society, The only trouble is, the
secret order has broken into several factions in
the past 20 years, with at least three individu-
als positioning themselves to assume the role
aof Master Crow, |leader of the Society.

Perhaps Johnny must dispose of these three
would-be leaders before he can take control of
his minions, and the heroes become involved
when they stumble upon the butchered corpse
of a ntually murdered Society leader, A little
research at the crime scene reveals the hit's tie
to the Incomuptible Society, and any super-
sleuth with an interest in past criiminals will be
expecting Johnny Reb around every corner.

As an added twist, use this caper months
before you introduce lohniny Reb to the cam-
paign, building anticipation for his return as
you allow the players to focus on other things
for a while, This will give the impression that
things are going on during background "off
time," which will make your campaign seem
mare vibrant and alive,
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The Sorcerer-Prince Kalak the Mystic supveyed
the thriving city of Tikal from his vantage atop
the massive temple of Ah Pook the De
Mayan god of death. His subjects thron -.]E::I at
the tower's hase bearing offerings of fresh
frunts, gold, and human sacrifice. Seventy-six of
the choicest vassals from a hundred miles
around had been gathered, and kneeled on the
ground far below him, necks outstretched
Otherworldly pri ts, garbed in the finest fabrics
and metals of the empire, stood behind the
offenings, eagerly awaiting Kalak's signa

It would be the greatest blood festival the city
had ever known, but Kalak was not satisfied,
Even the best his people could offer would be
an insult to Ah Pook, a tnfling effort unworthy
af the death god's temible attention. The only
affering that mattered was the supreme offer-
ng, the inevitable end of the werld, dunng
which Ah Pook w

vould become intoxicated for
eternity on the \IPt.—sz nce and leror engen-
dered by the | g days

Kalak lived his life in hanor of Ah Pook, vali-
ing what he valued, coveting what he coveted
The people honored him as the death god's
ing manifestation, so who was he to say that
Kalak and Ah Pook were not one and the same?
Thoze honors meant for Ah Pook must also be
meant for him, Kalak reasoned. The world's |ast
day, December 21, 2002, lay hundreds of years
in the future, but time would not prevent him
from collecting his ultimate tnbute

Kalak's ancestors had developed a process of
propelling their spirits forward in time, a now-
forbidden art that had contributed directly to
the world's decay. Turming from the spectacle of
the blood festival, Kalak descended the narow
interior steps of the Temple of the Destroyer,
bursting the seals of the structure's oldest ch
bers and rediscovenng the lost secrets of
temporal projection. Abandoning his ity to
chaos and lawlessness that would surely please
his beloved god, Kalak's spint exploded forward
in time, speeding toward oblivion. Instead, the
magical essence crashed out of the timestream
in 1780, trapped violently in a golden mask by a
decadent London parler magician  namesd
Prescott Wynne,

Wynne had hoped to impress a gathering of
society friends by muttening an ancient and
long-dormant incantation. Ever the showma
he gamely placed the mask on his face when it
began to shake and glow, sealing his fate by
allowing Kalak to destroy his soul and dominate

L



fis body, Enraged by his confinement and dis-
fance from 2012, Kalak decided to pass his time
making a study of terror and suffering by inflict-
ing harror and woe as widely as possible. He
fook a clinician's approach to his craft, orches-
Irating complex social and political schemes
aimed at spreading misery and termor,

tvery few years, Kalak the Mystic burns out
his host bacy, and must dominate another or
wmain trapped in the mask and unable to inter-
et with the wotld. This process has seen him in
the form of Madame Dufayel, an aristocratic
poblewoman who manipulated the French
Revolution and who went to the guillotine with
Robespierre  [1783-1791); Mantmarche, an
assistant to Napoleon (1791-1818); a Mazi com-
mandant (1941-1950); and others.

After World War I, Kalak commanded a
small region of Poland, a gift from his Mazi
overlords. By 1950, Kalak had used centuries
of accumulated magical lore and artifacts to
fake the place a living terror, a forever-dark
lindscape of agony and brutality. A protective
dlra encircled the city of Gorzow, the base of
kalak's diabolical power, Acting at the request
of Poland’s: Soviet overseers, a consortium of
mystics including Mr. Mystery, Lady Hex,
Wenhir, 5t Germain, and Doc Mesmer pene
frated the aura and destroyed Kalak the Mystic
after a difficult battle. Unable to reach a con-
snsus on what to do with the mask, they
turned it over to the care of Scarpio-2, where it
languished until just last vear.

During the transition from 5Scomio-2 to
META-4 in the late 1950s, many dangerous
quisitions were  mislabeled or overlooked,
bading to several critical items escaping con-
stant surveillance to end up in a lowsecurity
warehouse, In 2002, an unwitting rabber infil-
tated ome such facility, and began breaking inta
crates to evaluate his potential loot. Thrilled to
discover a beautiful solid gold mask in a crate
marked “papers,” the thief greedily held his find
up to his face, allowing Kalak to take command
af his body, Exhilarated after his release from
confinement in the mask, Kalak launched him-
self into the air 1o stucy the stars, He exulted
apan learming the yvear, pleased that Ah Pook's
reatest tribute lay just a decade away,

Kalak knows that little time remains to hener
his blood god appropriately. Any good apoca-
lypse, he reasons, must have its precursaors, its
termible, lurching steps toward the End Times,
Amed with centuries of magical study and
macabre expenmentation, Kalak the Mystic
stands poised to act as the harbinger of the
world's greatest doom, spreading Tear, destruc-
ficn, and unrest ta el humanity's unavoidable
eatest sacrifice.

USING KALAK

Falzk the Mystic is the warld's most powerful sor-
werer, a calculating, death-obsessed agent of
destruction whose very existence is a threat to
the survival of humanity. Whether or not the
wistd will in fact end in 2012 doesn't really mat-
ter-Kalak believes that it will, and is willing to
da the dirty work himself if he must. Ah Pook

must be praised, he believes, even if he must
craft his tribute alone.

Like the Atomic Brain, Kalak should be one
of your campaign world's "heavies,” the kind
of villain whose very appearance attracts the
attention of dozens of superheraes, Beginning
heroes are better aff facing minions of Kalak,
such as modern cults dedicated to worship-
ping him as a living manifestation of a
once-forgotten god.

As the player characters become more expen-
enced, perhaps they're invited by  ancther
superteam to take part in a joint mission to foil
one of the sorcerer's ghoulish schemes. That
fight should establish Kalak as a major-class vil-
lain worthy of *drop everything to defeat him
as quickly as possible”™ respect. How will your
team react when, in the middle of hunting
down or even fighting a lesser foe, they leamn
that Kalak is about to do something obscenely
terrible with no time ta lose? Do they let the
ather villain go? Do they split up to take on
both menaces at once?

When your PCs finally meet up with Kalak, try
to instill a sense that the villain doesn't play
around, and that he's mare than willing to kill
innocents if it pleases him to do so. In fact, he
cansiders murder a form of religious sacrifice, so
long as the victim is prepared according to the
ancient traditions. If Kalak is allowed to thrive,
many, many people will die, and almost every-
ane who comes inta contact with him will suffer
in some way,

As a plot device to make the campaign maore
interesting, a side-effect of the ancent spell
that trapped Kalak's spirit in the mask made
the mask completely immune to harm of any
kind. There's simply no way to destroy it, which
means Kalak will survive forever, Challenge
yaur PCs to come up with an adequate way of
getting rid of the mask effectively.

If they hurl the mask into outer space, per-
haps an alien explarer later discovers the mask
and becomes Kalak's latest host. IF they dump
it in the ocean, perhaps it's found by an under-
sea “Atlantean” or ordinary treasure diver. Be
creative with how you bring Kalak back and
yaur players will love you for it. Doeing it too
often, however, will make their frequent
defeats of the villain seem meaningless.

As a plat device, there's no real game rules for
how Kalak's possession works, Assume Kalak
automatically dominates the mind of anyone
who wears the mask, utterly destroying their
soul and keeping them alive only so lang as the
body remains bound to Kalak's spinit. Try to give
the players a good idea that donning the mask
is a death sentence by NPC accounts or personal
experience. If a PC attempts to put it on anyway,
give him a DC 10 Will save ta recognize a terri-
ble sensation that putting on the mask means a
certain death,

TACTICS

Kalak is a master magician, capable of defeating
nearly any hero in cne-an-one encounters, He's
likely to isclate members of an enemy team with
his Element Control {earth) power, ar take to the
air to focus on flying opponents. He relies upan

his Force Field to protect him from mast harm,
but likes to keep his opponents guessing by
spending Villain Points to cast spontaneously.

GAME STATISTICS

Kalak the Mystic PL 20; Init +1 (Dex
Improved Initiative); Defense 26 (+15 base, +1
Dex); Spd 30 fr, fiy 100 ft; Atk + 16 melee
(+20L, Energy Field—darkness}, +16 ranged
(+20L, Energy Blast—light), SV Dmg +10, Fort
+10, Ref +1, Will +10; Str 12, Dex 12, Con 20,
Int 20, Wis 20, Cha 18,

Skills: Bluff +5, Concentration +15, Intimidate
+9, Knowledge {occult) 415, Language (choose
5], Listen +10, Sense Motive +10,

Feats: Darkvision, Detect (magic), Immunity
laging, disease, starvation), Improved Initiative,
Power Immunity, True Sight.

Power: Sorcery + 20 [Spells: Element Cantrol
(earth), Create Object, Disintegration, Energy
Blast {light), Energy Field (darkness), Flight,
Force Field, Wusion, Telepathy, Power Stunts:
Extra Spells (2); Source: Mystical, Cost: 7 pp;
Total: 144 pp),

CAPERS

The Coming of Uhag: In a strangely cooper-
ative move, the lluminati has lent their
assistance to the herces in battling Kalak the
Mystic, providing them with the necessary
knowledge and mystical devices to defeat the
Mayan menace. After the PCs' victory, an
agent of the Wuminati takes drastic action.

An Muminati  adept named  Sterling
Precision siezes the mask from the PCs, claim-
ing that an even greater threat approaches, a
threat that puts the entire multiverse in
peril—the coming of Uhag, Bringer of Chaos
Precision has the ability to don Kalak's mask
without nsking the annihilation of bis spirit, a
process that will grant him great sorcerous
powers. Perhaps the gambit works due to the
aid of Ah Pook himself, who cannot thrive if
the entire multiverse is destroyed, after all. As

| William 5. Burroughs once said, "death neesds
time for what it kills to grow in, for Ah Fook's
sweel sake”

While he is narrowly in contral of the mask,
Precision can act as the team’s director, usher-
ing them into missions with dire supernatural
consequences for failure. Tension will run
high as the heroes are aware up-front that
their advisar could change into Kalak at any
moment, leaving them no inside information
to thwart the Bringer of Chaos,
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BACKGROUND
Myra Gazz terrorized known space for 13 years
until she was finally brooght to justice by inter-
stellar police sworn  to the Myrad, a
confederation of aligned non-aggressive plan-
ets that includes Gaz's homeworld, Walor. Her
captors charged her with abuse of her natural
psychic powers, lacked her in the brig of a small
spacecraft, and set out for a trial held near the
center of Myriad-space, several million miles
from Earth. The ship ran into trouble as it sped
through our solar system, crashing into a huge
asteroid in the debris belt between Mars and
lupiter. Only Gazz survived the crash, which dis-
abled most ship systems and released her from
an uncomfortable prison. The psychic alien
managed to coax the ship into operation, and
sought refuge on the nearest planet, Mars, She
discovered ancient abandoned cities carved
into the walls of the Red Flanet's massive
canals, but detected no signs of life and regret-
fully turned the hobbled ship to the most likely
safe harbor, a blue world third from the sys-
tem's sun. With the last ounce of energy left in
the ship, Nyra Gazz crash landed in downtown
Hollywood, 1955.

A movie crew happened to be shooting
nearby, and captured the fiery crash on film that
soon made its way to newsrooms across the
world, The footage struck a nerve in America,
where citizens scared to death of communists
expected legions of ravenous aliens to emerge
from the ship and begin eating everything in
sight. They most definitely didn't expect to see
an antennaed blue female leap from the wreck-
age clothed in a scandalous min-skirt and
matching jetpack

Since no one had been hurt in the crash and
because the “alien” looked so human, nearly
everyone dismissed the affair as a Hollywood
special effects tnck meant to draw attention to
an asyet-unrevealed motion picture. Much to
her astonishment, no one attacked or appre-
hended her, and Gazz soon discovered that
Earth was just in the opening years of its leap
into space, and thus had no contact with the
hated Mynad. Although the crash left hes
marooned on an unusual planet, it kept her
away from the attention of her enemies, who
would likely assume that she had been killed
when the ship was lost in space.

Gazz soon befriended a coterie of opportunis-
tic Hollywood agents and yes-men, who didn't
care if her act was authentic or not so lang as
she found some way to make money from it. The



mash footage exposed her to the world, they

wunselled, but she'd make her true splash on

the Silver Screen,

Her handlers managed to net her a three-pic:
fue contract with a major studio, and soon a
whale platoon of fashion designers, make-up
arists, and sycophants surrounded her from day
wmight: She relied upon her mind control powers
bk rapely, finding the Hollywood types more nat-
rally pliable and subject to her personal charm
fhan amy creatures she had ever encountered.

She had access to nearly anything she
wanted, fabulous beautiful people adored her,
dnd no ane knew of the interstellar crimes that
made her wanted throughout the galaxy.
fliheugh the occasional lucrative power play
presented itself, she managed to resist her cimi-
nal impulses, Despite how strange it felt, she
was actually happier pretending to be good
fhan she'd ever been reveling in evil.

Three months after she landed on Earth, the
studio presented Gazz at a press conference to
ainounce her first metion picture, a color musi-
il entitled Chnner with the Spocemen. At the
iwference, Gazz presented herself as a warrior
woman from the planet Mars, the last surviver of
a dying world who came to Earth with a mes-
sage of love and happiness and a waming to
abandon the warlike ways that had destroyed
her homeworld, She'd been an officer of the law
o Mars, she daimed, and promised to uphold

| fhe strong Martian wirtues alongside great

American. heroes like the recently disbanded
Homefront. just as soon as she made a few
more movies. Al the close of the press confer-
gnce, Garz announced that she'd be taking her
min superhero name, and had decided wpon
"Miss Martian.”

Americans [especially men) ate it up, but the
wnference did little to allay suspicions that the
whola thing had been a Hollywood set-up and

all but confirmed the lovely woman's Earthly

ffigins to most Amercans, Nonetheless, the
ration fell in love with Miss Martian, propelling

1856's Dinner with the Spacemen to the top of

the box office charts. Siave Girls of Neptune,

which wasn't half as dirty as it sounds, debuted
 the following year, achieving both critical and

mmercial success. Between movies, Gaz
- gttempted to fight crime, but McCarthy Era sus-
peions created a difficult environment for
woetheroes, While the nation still loved the
ifen of costumed heroes, it was no longer
entirely comfortable with the actual thing.

The world became decidedly uncomfortable
with Miss Martian in 1959, when META-4
agents surrounded the set of Gazz's third movie
and demanded that the starlet surrender herself
i the authaorities. An old ally of META-S agent
Lavin Pierce, a mysterious alien known as the
hncient Astronaut, had returned to Earth follow-
g a yearlong sojourn into space: There he
' sreotintered agents of the Myriad police, who
| miated the story of Nyra Gazz. The Astronaut

pit two and two together and made haste to

Earth to wamn Pierce of the dangerous alien, and

Fierce mobilized a 30-strong force to contain

and capture her. The operation was a complete

disaster, as META-4's pistals weren't able to pen-
ierate Miss Martian's powerful shields. The alien

psychic revealed her true nature to rolling cam-
eras as she took over the minds of half the
META-4 agents and forced them to shoot the
other half. Sixteen men died in the futile effort
to capture her, but the government agents did
manage to destroy her movie career.

An embittered Miss Martian has surfaced
about once a decade since then, and though her
stunning beauty hasn't changed, she's become
more and more depraved with each passing
year. Most of her cimes focus on stealing some-
thing beautiful-an emerald the size of a
softhall, a pricefess brassiere embroidered with
tiny diamaonds—but lately she's taken to kidnap-
ping beautiful men and women for unknown
purposes. The one-time darling of Hollywood
has become one of its most feared predators,

USING MIS5 MARTIAN

Thanks to movies like Aliens and Independence
Dy, most peaple imagine aliens as nasty, effi-
clent killers. Miss Martian hearkens back to a
more innocent view af aliens, as fun-loving
explorers more likely to induce chuckles than
terrified screams, Consider using her as the mas-
termind behind a senes of thefts of high-priced
jewels perpetrated by glassy-eved thralls, But
the thefts are just a smokescreen to cover a far
more important cime. Outside of town, at an
experimental technology research facility (per
haps owned by one of the PCs' secret identities),
Miss Martian hersell is at wark attempting to
liberate a number of high-tech devices. AL long
last, she's decided to go home. Will the PCs help
her to attempt to bust her, knowing that she'll
eventually be back on the streets to start the
cycle anew?

TALCTICS

Miss Martian is so confident in her ability to
control the minds of her enemies that she
doesn't even bother carrying any weapans. The
eyes of her Mind Control victims become com-
pletely jet black while her domination persists.
She prefers to use enemies against each other,
and while she's not herselfl a killer, she has few
reservations against commanding her puppets
to end lives,

The Intimiclating Presence extra of her Super-
Chansma power manifests in the form of a
horifying face she assumes when enraged. All
opponents within 30 feet must make a DC 22
Will save to avoid becoming shaken for 12
rounds. Any characters under PL 17 who fail the
save by 10 or more flee from Miss Martian as
quickly as possible. A successful save means that
the target is immune to her Intimidating
Presence for the rest of the encounter.

The four protection rings that encircle her
wrists and thighs afford her Protection +10,
which grants her virtual immunity from most
attacks while allowing her to show off her
stunning figure. She wears her jetpack at all
times, and beats a hasty retreat if things go
poorly in combat.

CAME STATISTICS

Miss Martian (waloran): PL 12, Init +0,
Defense +20 (+10 base); Spd 30 ft, fly 50 ft;
Atk +10 melee [+05, unarmed), +10 ranged,
SV Dmg <1 (Protection +12), Fart +1, Ref +0,
Will +4; Str 10, Dex 10, Con 12, Int 14, Wis 18,
Cha 20.

Skills: Bluff +26, Diplomacy +24, Pilot +2

Feats: Attractive, Psychic Awareness, Trance.

Powers: Mind Control +12 [Extra: Mental
Protection +12; Flow: Obwvious; Source: Psionic;
Cost: 2 pp; Total: 24 ppl, Super-Chansma +12
[Extra; Intimidating Presence; Sowrce: Psionic;
Cost; 3 pp; Total: 36 ppl.

Equipment: letpack [Effect: Flight +10; Flaw:
Device; Source: Super-Science; Cost 1 pp, Total
10 ppl, language ring [Effect Llanguage
(English); Flow: Device;, Total: 1 pp], protection
rings [Effect: Protection +12; Flaw: Device; Cost:
| pp; Total: 12 pp].

CAPERS

The Beautiful People, the Beautiful
People: Miss Martian's recent kidnappings
have a very real purpose. After nearly 50 years
or Earth she's finally decided to breed, and
has been attempting to discover a possible
mate whose beauty approaches her own.
Waloran physiclogy allows her to impregnate
or be impregnated, so she's been collecting
human men and women for much of the last
decade and placing them in suspended anima-
tion until a final decision can be made
Consider targeting a PC with a high Chansma
or the Attractive feat for the final candidate,
which brings the heroes to her secret
Hollywood lair, where they do battle against a
horde of nauseatingly beautiful mindslaves.

Don't Call it a Comeback: A consartium of
Miss Martian's 1950s hangers-on retain the
rights to her onginal films, and have initiated
production on Dinmer with the Spacemen I, a
tongue-in-cheek modern-day remake starnng a
saucy young Hollywood staret in Miss
Martian's onginal rale.

The film's aniginal star is less than enthusias-
tic about not being involved in the production,
and has infiltrated the set in plain sight
(thanks to her wltra-realistic Miss Martian “cos-
twme®), using her Mind Control powers to
manipulate members of the cast and crew into
killing or injunng each other. The film's produc-
ers think the production is cursed, and decide
to bring in some superhuman muscle to protect
the |ast few days of shooting,
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Ler XuwLoh developed psychic control over the
minds of others as a child in Taiwan. Kidnapped
from Ris parents by China's Shining Star paranor-
mal organization, he was in turn kidnapped by the
American Endgame |nitiative, who viewed him as
a potentially valuable psychic resource. Thay
turned him over to Halfmoon House, ANTAGS
refuge for psi-active children. There he met his
mentor, a brilliant Chinese-American psychic who
called himself Headcase, The older psychic put Len
through regimens to develop his telepathy, mind
centrol, and mental defenses, and the two became
strong friends. Litte by litthe, ANTAG allowed Len
to leave the orphanage and experience life. The
bey became infatuated with rave culture, develop-
ing a strong passicn for music and dancing

In late 2002, Headcase invited him to partic-
pate in a psionic exploration of Dreamspace, a
group experiment in which eight psychics would
project themselves into a psychic dimension
thought 1o be the transcendental consciousness
of all sleeping humans, During the experment,
the group came upon a coterie af night terrors,
vicious dernons native to Dreamspace. Before
they were driven off, the creatures severed the
astral cords of sk psychics, leaving only
Headcase and Len able to return to Earth, The six
marooned psychics begged the survivors to allow
them to nest their psyches within their healthy
spirit forms, but Headcase iesisted, knowing that
o tho so would inflict the survivors with madness.
He fled Dreamspace, expecting his young sty
dent to follow without question. Len remained,
however, and allowed the six psi-spirits to bond
their astral farms to him in a noble effort he
hoped might ultimately save them from oblivian,

Instead, Len's nobility gained him six psychic
parasites who live within his mindspace and fight
bittedy for control of his body, which they use
according to their own motivations. When not in
control, the remaining six personalities dwell in a
srall psychic dimension fueled by the controlling
personalily’s subconscious. Len himself is not a
criminal, though he can be prone to violence and
hates both ANTAG and Headcase for betraying
the lost psychics and leaving them to die, indi
rectly ruining his life. Other personalities are
ciminals, however, and take whatever steps ame
necessary ta-maintain control as long as they can,
making Moodswing seven adversarias in ane.

Detailed personality profiles follow:
Preston Hark Freston Hart, a vicious pyroki-
netic pulled out of ANTAGS Rejection Vaults to
participate  in  Headcase's  exploration  of




Diearspace, once bumed an entire college dor-
mlitory to the ground simply because one of its
padents, a woman 14 years his jupior, had
pebuffed his romantic attention. His disregard for
fizman life and unabashed pyromania make him
by far the most dangerous of Moodswing's seven
pesonalities—all six of his fellows hate him.

Trigger: Exposure to unusual amounts or dis-
plays of fire.

Power: Energy Control (fire) +10 [Sowrce:
Fsinnic; Cost: 2 pp; Total: 20 pp).

Feat: [mmunity [fire)

Joyce Brendleman: Joyce Brendleman devel-
iped Extra Sensory Perception during an intense
Jday labor that produced her only child, a dawgh-
2 pamed Chelsey. Her visions led directly to the
aparehension of seral killer David Allen Hanson,
and soon police stations from around the country
galled with questions about open cases in their
junstictions. Despite her growing notoriety in the
law enforcement community, Chelsey remained
het first priority, and she woried that the police-
work gat in the way of spending time with her
precieds child. When her country called, however,
Iowee agreed to join Headcase's Dreamspace
Bxperiment, expecting to be away fiom her hus-
tand and child for anly a matter of hours,

Instead, the experiment went awry and her
astral form took refuge in Len Xu-Loh. ANTAG
informed her husband that she had died in service
o hier country, and provided hin with a small pen-
sicer, By the time her psyche managed to assume
tortrol, her husband had mamed a high school
weetheart, whom  her  3-earold  daughter
efered o as "mommy” An enraoed lovee vowed
mvenge against ANTAG and Headcase, and
hegan using her powers to track down other psy-
chies throughout the United States, These she
murders in order to spare them the grief of an
ANTAG betrayal, and to deny the arganization its
‘natural resource” of American psychics. She's
indifferent to the cther psyches save for Collette,
whem she treats as a surmogate child.

Trigger: Exposure to dead bodies,

Power: ESF +5 [Sowrce Fsionic, Cost: 2 pp;
Tataf: 10 pp].

Skill: Frofession (mom) +5.

Feat: Track.

Madame Libra: At the time of the Deamspace
Experiment, Jason Lawrence wiote an astrology and
parchic advice column for the U i the Sky tabloid
inder the name “Madame Libra" In life, Madame
libra was Lawrence’s transvestite alterego, a gor-
geous glamour queen and pillar of Arcadia's
underground dance scene. The vivacious Libea laved
nthing miore than ecstasy-fueled parties and out-
ragecus outfits, viewing her psychic gift simply as a
means to support her leaurious lifestyle.

Libra went along with the ANTAG experiment Lo
dodge @ possession charge, and while she hates
sharing & body with six other minds, she's at least
tharikful that Lens by looks good in a sie 5
fiess, Libva shares Len's passion for music, and has
become ane of his most trusted confidantes, the
anfy member of the group he doesn't actively dis-
i or distrust. Len sticks largely to hip-hop clubs,
it occasionally subjects himself to house music

dancehalls to reward his friend Libra with a few
dans of life in the real workd,

Trigger: Hearing fabulous dance music.

Power: Frecognition +5 [Source: Psionic; Cost:
2 pp; Total: 15 pp).

Skills: Disguise +8, Perform +2 (dance).

Papa Gumbo: Thanks to ubiguitous cheap televi-
sion ads touting his pay telephone psychic senvice,
Papa Gumba was by far the most famous of the
psychics imvobved with the Dreamspace Experiment.
He was also the least qualified, being merely sensi-
tve to psionic forces. The power of marketing got
the S%year-old con man a spot on the experiment
team, an appointment he considers the best thing
ever to have happened to him, Now, when he can
manage to take control, he has fantastic psychic
pavvers, and has shaved almost four decades from
his age. He spends most of his control time concoct-
ing highly illegal get-rich schemes using Len's Mind
Contral power, but spends the money as soon as he
gets it, knowing that ke will not be in control for
long. Papa Gumbo, onginally a black man from
Mew Chileans, speaks with a thick Cajun accent

Trigger: Hearing a ringing phane

Power: Mo power change

Shkill: Bluff +7,

Collette: When she was 7 years old, Collette aco-
dentally killed her abusive parents with a powerful
mental blast. French authorities, baffled by her mys-
temous powers and scared to death of the child,
transferred her to the care of ANTAG, who placed
her in the Halfmoon House orphanage. Two years
later, Headcase nominated her for inclusion in the
Dreamspace Experiment, reasoning that her mental
blast could be important to the teams sunival
shoilel it be attacked during its exploration.

Years of physical and emotional abuse trans-
formed Collette from a loving child to a hateful
engine of wrath and childlike cruglty who cares
nothing beyand her immediate whims and curiosi-
ties. Her demeanor ranges from sweetly innocent
to ruthlessty enraged, and most of the other psy-
ches keep their distance from her When she
controls Len's body, Moodswing's eyes glow with a
fiery intensity. She understands English but speaks
French exclusively.

Trigger: Exposure to children's toys.

Power: Mental Blast +10 [Flaw: Range (normal);
Sowree: Psionic; Cost: 2 pp; Total! 20 ppl.

Skill: Intimidate +5, Language (French),

The Great Gregarin: Captured in 1988 as a
suspected Soviet spy by the Endgame Initiative,
the Lithuanian telekinetic known as the Great
Cregann spent most of the intervening years in
an American prison until he was summoned to
assist Headcase in the Dreamspace Experiment,

On all three occasions in which he has been
Moodswing's dominant psyche he's attempted to
travel to the Buming Protectorate, home nation of
the former Soviet superhero mow known to the
world as Czar, cormectly reasoning that that villain
may have inherted the considerable lore of Soviet
Cald War psychic research—research that might
hoid the due to splitting Moodswing's seven per-
sonalities, Gregann does everything he can to aveid
losing contral, keeping a mental joumal of known
triggers and avoiding them whenever possible. He's

willing to kil anyone who gets in his way, Gregarn
speaks with a thick Eastern European accent.
Trigger: Any time Moodswing must make a
Wil save against a power aother than his own.
Power: Telekinesis +10 [Source: Psionic; Cost:
2 pp, Total: 20 ppl.
Skill: Bluff +5, Languages (Lithuanian, Russian).

USING MODDSWING

Moodswing is really seven dishinct psychic per-
sonalities. Choose your favorite psyche or
develop additional personalities to suit your
campaign. Perhaps a previous psychic enemy
your PCs helped send to prison was later
recrlited by Headcase, and is now part of the
amalgamated Moodswing entity, Perhaps Joyce
Brendleman is drawn to a psychic hero, haping
to save the character's family by killing him
before ANTAG ruins his life. Perhaps your heroes
take pity on Len Xu-loh until another psyche
takes over and betrays them, Each personality
brings with it-a host of possibilities,

TACTICS

Len Xu-Loh prefers to turn foes against each other
by using his Mind Control power. He sometimes
jekes that he never carries a gun because his ene-
mmies always provide him with all the weapons
he'd ever need. Moodswing's Mental Link feat
allows all the personalities to communicate with
one anather via psychic link, but several personal-
ities ignare the link when they wish for privacy or
when feuding with other psyches,

GAME STATISTICS

Moodswing: FL 10; Init +2 (Dex), Defense 20
{+B base, +2 Dex); Spd 30 ft; Atk +9 melee
{+15, unarmed), +10 ranged; SV Dmg +2, Fort
+2, Ref +2, Will +5 [Mental Protection +10,
Indomitable Will); St 12, Dex 14, Con 14, Int 14,
Wis 16, Cha 14

Skills: Diplomacy +5, Hide +5, Language
{Mandarin), Sense Motive +6, Taunt +6.

Feats: Attractive, Indomitable Will, Iran Will,
Mental Link [x5), Psychic Awareness, Trance.

Powers: [Viental Frotection +10 [Source: Psionic;
Cost: 2 pp; Total: 20 pp], Mind Contral +10 [Source!
Psionic; Cost 2 pp; Total: 20 ppl, Telepathy +10
[Source Psionic; Cost: 2 pp; Total: 20 ppl.

Weakness: Transformation. The six subsumed
personalities get a chance to emerge and take con-
trol of Len's body when Moodswing encounters
certain stimuli. To stave off the transformation, the
contralling personality must make a DC 15 Wil
save, The DC of this save increases by 1 for each
round Moodswing is exposed to the triggering
stimuli, Specific personality tiggers are listed with
the personality descriptions above, Each personal-
ity has a variety of powers, skills, and feats that
come to the fore when that personality holds dom-
inance. These addiional attributes replace Len
Hu-Loh's Mind Contral power, and do not change
Maodswing’s power level. While the various trg-
gers ensure a steady shift of personalities, Len
refmains the most powerful perscnality, and tig-
gers a transformation check any time Maocswing
takes lethal damage.
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In the late 19705, archeologist Benjamin Eloom
stumbled upon an alien artifact of incredible
power, & fragment of a shattered gem called
the Infinity Moon. Centuries ago, the interstel-
lar sentinels known as the the Gatesmen had
utilized the crystal in a planet-sized stasis trap
when defending the Sol system against the evil
Starvirus, The trap collapsed in a catachysm
barely contained by the Gatesmen, knocking
Starvirus from this reality and scatrering invalu-
able arcano-tech across the timestream

This fragment of the Infinity Moon, when
psionically stimulated, affected changes in gray-
itational topography. By practicing with the
stone, Bloom activated a variety of parahuman
ahilities. Apart from super-human strength and
telekinesis, he gained the ability to increase his
density, and the gravity affecting others. Swept
up with the spint of the age, Bloom assumed the
identity of Moonguake and fought crime along:
side the infamous hero team, EXCISE (Extreme
Crisis Intervention and Security Enterprise), For a
time, he was hero to his young son Cody, and to
other children across the country.

Cody idolized his father, and exctedly followed
his exploits. He dutifully studied his father's pow-
ers, and at 12 begged his dad to take himon as a
sidekick, Lunar lad, The elder Bloom wisely
declined, but this was not to say that he was an
ikzal father. Unfortunately, the life of a hero left
little time for famiky. Moonquake toured the coun-
try when not on active duty, and spent only a few
weeks out of the year at home, Benjamin barely
knew his son. Despite the comfort afforded the
family by sizeable EXCISE checks, resentment
toak hald of the youngest Bloom. He blossomed
into a brooding and destructive teen. At the worst
possible moment, tragedy struck.

Bangkok '85 was the greatest calamity w
stiike the world of heroes since the Battle of
Landon 40 years earlier, Terrarists took control
of a Bangkok Duran Duran concert, seizing
20,000 hostages, EXCISE, intervened at the pre-
tise moment Unitrol-backed counter-insurgents
stormed the arena. 5,400 died, and many more
were seriously injured. Team leader Hype and
the Strobe were killed; Moonquake, the Flea,
Hustler, and & young Cyclone suffered grave
wounds. The event cantributed to a rise in the
world's suspicion of superhumans and initiated
a lowpoint in the public's trust and tolerance for
their former protectors,

During this shadowy era, covert, enhanced
kill-sguads executed secrel national palicies,
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Neighborhood heroes were branded vigilantes,
and America fAirted with a policy of "observa-
fion” camps for parahumans, Supenvillains, who
cara nothing of public sentiment, layed con-
zant siege to out-gunned local police, Only
gassroots support for the champions of good
chenged the tide. Still, heroes had & long way to
w to re-establish the public trust The era
scamed marny people,

Cody Bloom was one of these people. His
father returned from Bangkok 'BS a shattered
ferg. In addition to spinal damage that would
take his life in less than 5 years, Ben Bloom suf-
fored  sewvere  emotional trauma  from  the
dloadbath. His san felt little sympathy, and was
diqusted by his Father's association with the
debacle. The bitter young man refused to speak
i his father up to the end, Mevertheless, Ben
unrealistically hoped his son would carry on his
kgacy and redeem his image. He left Cody his
tattlesuit and the Infinity Moon. After the origi-
nal Moonguake's guiet death, his spiteful
pageny commandeered this legacy with the
intention of driving it straight intoe the ground.

The young Bloom left his mother behind, and
squandered his father's sizeable insurance pay-
out He was bright enough to pick up a bit of
engineering know-how in college, but dropped
out and turned to a shiftless life of alcohaol and
oetty crime. His father's equipment gathered
dust in a safety deposit box,

The sinister spy network Octopus Umbrella
gathers intelligence on any suspected advanced
or alien technology, and had been keeping a
close eye on the Infinity Moon. Their operatives
traced it to Cody Bloom, and made him an attrac-
tive offer, In exchange for an opportunity to study
the artifact, OU would help Bloom upgrade his
father's weaponry, no guestions asked.

Synthetic copies of the crystal's matrix enable a
cumentiy-in-production range of consumer and
military anti-grav wehicles, and Octopus Umbrella
5 et to make billions an the patents. Bloom can-
ributed far less to society with his new toys. In an
it of unbridied contempt, he assumed his
father's mantle as the new Moonguake, but dedi-
gted his powers to the forces of wanton
destruction. In a raid on a Portland software firm,
lie et and befriended the mad gamer Player 2
. B4} After raising hell in the Pacific Northwest
for years, he was finally captured by his father's
former teammate, Cyclone. He served ten years at
the Federal Deep Sound Facility before Player 2
and some turmcoat META-4 agents broke him out.
The two have recently formed a loose alliance of
gipervillain gangs known as the Came Union,
IMoonguake is currently out on the streets, look-
ing for big stuff to knock down,

USING MOONQUAKE |
Cody Bloom is an angry, destructive man fusled by
the demons of his youth. He is driven by little mare
than a desire to cause mayhem, and revels in van-
dalism and property damage. Heroes will have a
difficult time keeping civilian casualties down and
wilateral damage at a minimum even when fac-
ing the lone Moonguake on & sundry robbery.
Meanguake takes the fight to much larger foes
[z he's got samething to prove. He holds particu-

lary palpable contempt for self-rightecus, four
color-style heroes. Cody blamed EXCISE as much
as he did his father for his lonely childhood, o he
will go out of his way to discredit a team of heroes.

Althatgh his powers to lighten a load leave him
with little need for henchmen, Moonguake makes
an excellent team player. The sheer destructive-
ness of his powers can keep numerous heroes
precccupied, while his teammates handle other
duties, His greatest disadvantage is an utter lack
of subtlety. On covert missions, Moonquake is best
utilized as a diversion. He is renowned for getting
camied away, and lingering too long on a mission
simply smashing things up. Speed metal blares
through custom headphones worn under his cowd,

Moonguake's powers are particularly effective
as a foil for heavily armed and armored oppo-
nents, and he loves wading into the thick of
battle. Kinetic energy from a slugfest or projec:
tile weapon is redirected into an exoskeleton,
increasing his strength. He sometimes stands
still, weathering blow after blow befare unleash-
ing a flurry of damage that belies his size.

Moonquake's Grav-Gauntlets can create small
gravity wells, slowing down or crushing trapped
foes. His enemies find themselves unable to fift
their weapons, while they are pummeled by
gravitational energy that buckles the pavement.

Indoors, Moonquake enjoys slamming his
oppanents between the floor and ceiling, while
outdoars, he hurls targets a bonecrushing dis-
tance into the sky. The hmtal supervillain
fights dirty, thinking nothing of pulling down a
building's entire top floors while remaining
aloft in flight. His appetite for destruction
knows no bounds,

While his powers leave no signature them-
selves, his blasts are clearly wisible as an
invisible spherical weight grinds into the earth.
Even blasts targeted at the sky leave tell-tale fis-
sures in the concrete below, as if cleaved by a
thin curtain of gravity projecting upward,

CAME STATISTICS
Moonquake: FL 11; Init <2 (Dex}; Defense 20
{+8 base, +2 Dex); Spd 30 fr, fly 50 f1,; Atk +10
melee (+125, Energy Feld—gravity), +10 ranged
(+10L crit 19-20./50-ft. radius, Energy Blast—
gravity); S Dmg +2, Fort +4, Ref +2, Will +0; Str
14, Dex 14, Can 14, Int 12, Wis 10, Cha 10

Skills: Intimidate +4, Knowledge (hero lare)
+5, Repair +5, Science (physics) +5.

Feats: Great Fortitude, Improved Critical
(Energy Blast), Infamy, Power Attack Paint
Blank Shot,

Equipment: Armor +10  [Source’ Super-
Science; Cost: 1 pp; Total: 10 pp], Grav-Gauntlets
[Effect: Energy Contral (gravity) +10; Extras
Area (50-ft radius), Energy Blast, Energy Field;
Fower Stunts! Detect (vibration), Flight; Flow:
Device; Source: Alien; Cost: 4 pp; Total: 42 ppl,
Inertia Generator [Effect Absarption +8; Extras:
Physical Attacks, Boost (Strength); Power Stunt:
Durability: Flaw; Device; Source: Alien; Cost: 4
pp: Total: 332 ppl.

CAPERS

Scraping the Bottom: To strengthen their
ranks, Moonguake and the Crime Union are
holding tryouts at a secret [ocation. META-4
intelligence hacked the super-criminal support
wehsite the Wire, and determined the meet-
ing's time and location. The herces are tasked
with gathering infarmation on as many atten-
dees as possible, but because a crime has yet
to be committed, the heroes will be forced 1o
keep a low profile

This is a powderkeq waiting to explode. [
the spies are discovered, the newbies are likely
to accuse the Union of setting some kind of
trap, and could retaliate with the heroes stuck
in the middle, Though the auditioning thugs
range from PL5-8, there are more than a
dozen of them and they wield a variety of dan-
gercls  powers. A single, inexperienced
parahuman could lose control of mighty
Energy Control powers, threatening the entire
city. Its unlikely the Union will provide any
help, as it prefers to interfere with the heroes
to: cover their own tracks, This event is a
unique way of bringing together a team of
heraes who may have considered starting their
careers on the wrang side of the law.

The Weight of the World: The world is finally
coming to terms with the homble tragedy of
Bangkok '85, and a large monument is planned
for the site. Moonguake is beside himself with
indignity, and sabotages the project at every
turn, He lures the heroes into an insidious trap
that will remind the world of the consequences
of entrusting their fate to costumed buffoons,

In spite of Player 2's Union by-laws protect-
ing heroes and willains in their private lives,
Moonguake abducts the retired EXCISE sur-
wivors. (Piper Wilke and Marcus Hauser, Loop
and the Flea, respectively, are fit for people
nearing fifty, but neither would qualify as
parahuman.)

Investigating his father's recently discovered
joumals, Moonoguake has leamed of additional
fragments of the Infinity Moon, and has used
them to construct a potent bomb. The PCs must
rescue the veteran heroes from a classic death-
trap that would not only obliterate Banghok,
but open a nasty wound in timespace.

Should the heroes fail, the resonance of the
blast threatens to free the waorld-eater,
Starvirus. Luckily for the heroes, Hauser is a
technical genius, and Wilke's specialty was
dimensional travel. Their assistance should
prave invaluable, Moonguake, astounded by
the scale of the devastation caused by his
gravity bomb, snaps and rages on like a primal
engine of destruction,
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The Ur universe known as the Primal Sphere
encases a portion of the unthinkably massive
Axis Strand, a coruscating cosmic filament that
serves as the backbone of the multiverse. Few
martals have wisited this fantastic world, where
all sub-dimensions and planes intersect, Life and
unlife storms cascade off the Axis Strand, buffet-
ing a landscape on which elemental forces
intermingle violently.

Where the more predictable life energy storms
strike, diverse populations of improbable flora
and fauna spread like wildfire along the inner
surface of the Sphere, where elemental forces
like earth, air, fire, and water intersect and allow
a semblance of conventional life. Inhahitants
refer to the inner surface of the Primal Sphere as
the Esplanade. Here, even the surface of the
smallest puddle is a window to the infinite pla-
nar source of all water. Start digging, and you
may never find the surface again

And dig they dol Many of the Esplanade’s
species are Tueled by elemental energy as well as
life force, and show an overpowering affinity for
their source element. One group of loosely related
proto-creatures, fueled by the spinit of earth, is the
trofls. These broad, selfish, gnarled humanoids
crave solitude, rarely leaving the Pnmal Sphere
and spending mast of their lives tending impossi-
bly huge gem and mineral mines that directly tap
the nich veins of the Plane of Earth, But some have
managed to venture to our world, where they
became archetypal monsters of myth

The immartal bon vivant and insatiable gem
collector St Germain claimed in his joumal to
have somehow pierced the Primal Sphere to trade
gems with the leader of a powerful troll kingdom
Despite  the dangers of the Esplanade, 5t
Cermain seems to have had a grand time, per-
haps thanks to the assistance of a native
psychopomp. His frolicking adventure came to a
halt, however, when he and his guide wene cap-
tured by a agreedy troll warlord named Yuro'at
Koloon Boxon XXV, The psychopomp summaoned
a celestial host, who soon freed the pair and
brought the troll warlord to justice, The celestials
cleaved Boxon's mountain stronghald from the
surface of the Esplanade and levitated it into the
boundless Ether beyond the Primal Sphere, cut-
ting the troll lord from his power source, the Plane
of Earth. St. Gemmain retumed to Earth in time to
play a staring role in the nascent French
Revolution, leaving the embittered exiled troll
[ord as hittle more than a footnote in the long tale
of his illustrious career




The eternal malaise of his exile gnawed away
at Boxan, but trolls are not easily beaten down.
Fierce pride and determination burned inside of
fim, and eventisally, he |earmed to draw earth
pnergy directly from his massive stane prison.
Charged with energy and anger and leading a
Enegade population of trolls, Boxon proclaimed
himself the Meuntain King.

Planar travelers often sail through Ethereal
nace e route to alien worlds, It is a strange,
vast, and dark place where any safe harbor is wel-
tome. The Mountain King and his troll thralls
peey like pirates upon unwary travelers, who often
mistake the mountain for elemental flotsam.

Although the Mountain King cannot navigate
the turbulent purple nothingness of Ethereal
Space, he and his minions enjoy plenty of shore
leave thanks to the unusual structure of the Axis
Srand. An endless ladder of buttresses circle the
Yrand as it makes its way through Ethereal
space. These buttreszes act as tunnels to differ-
ent dimensional realities.

When Boxon's mountain dnfts through one of
these structures, it matenalizes in a random
[ocation on a world very much like Earth. Like
Viking raiders, the tralls spill out of the moun-
tain, taking what they please. Fortunately, these
wotlds have champions of their own, who even-
tally manage to cast the mountain back into
the Ether, and the cycle begins anew

Recently, a powerful, corrupt celestial sought
efuge with the Mountain King after escaping
znemy heroes on Earth. The celestial had fallen
I love with the slain mystical heroine Lady Hex,
and had stalked her back to the land of the: liv-
Ing when allies returned her to life as a ghost. In
raturn for the King's hospitality, the celestial pre-
sented him with the Eclipse Hammer, a powerful
ielic stolen thousands of yvears ago from a now-
fead demon city. A two-dimensional fp in
sracetime positioned within the hammer's head
weeps tainted unlife energies, which waft fram
the hammer like oily black smoke. Boxon doesn't
know or care how the hammer works, but takes
heart from its earth-shattering power,

USING THE
MOUNTAIN KING

Like many of his kin from Earth folklore, the
Mourtain King is a loud, crass bully. His greed
dightly hedges cut his thirst for conguest as his
most dominating trait. His long life and travels
tirpugh the Ethereal Seas have given him more
mperience than most mortals will ever know.

The Mauntain King is by no means stupid, and
has a very sophisticated taste in art and crafts-
manship. By his standards, our world is incredibly
fourious and advanced, albeit discrienting and
mverpopulated.  Despite  his  lawlessness, the
Mountain King has a profound love of nature and
could even be convinced to champion the envi-
renment. The irtating insects known as humans,
hewever, he cannot abide. Were this world his, he
would immediately set about razing large cities
a5 an act of cleansing.

To a certain degree, Bowen has outgrown his
trafl peers, and does not suffer their company
gladly, Compared ta the host of interdimensionals
he has interacted with, his brethren are incredibly

ignorant and boring, Guests of the mountain
stronghold enjoy a modicum of safety, and eam
some degree of respect if they can match the
King in a wrestling match or dnnking contest. He
gladly accepts bribes, but thinks nothing of hreak-
ing his word. He covets gald and jewels, and
immediately seeks these out upon amval on a
new world. Though capable of grand hospitality,
he is incredibly treachersus and violent.

TALCTICS

The Mauntain King's stranghold can appear at any
time and in any place. The mountain's amval could
be foretold in recently acquired arcane texts, or
happen as the result or a superscience interdimen-
sional accdent. Mothing prevents the mountain
from appearing at the most inopportune times,
such as a major personal event in the PCs' lives, or
when the heroes are struggling with another crisis.

A large-enough deposit of geld or gems could
attract the King's attention, should his moun-
tain materialize somewhere isolated, He would
then likely set up, or take over, a mining opera-
tion. If he amrives near a large population center,
the Mountain King swaggers into the moast
important-looking  building demanding gold,
food, and ledgings. Even if he behaves himzelf,
tralls in his company do not, and soon start ter-
rarizing the locals. If their needs are not met, or
if they perceive insult, they officially declare war
and initiate a murderous rampage.

The Mountain King is not a complex oppanent.
If he cannot dominate the strongest-looking
enemy toe-to-foe with the Eclipse Hammer, he
retreats under the cover of Obscure ta his strong:
hald in the hope that his minions and traps can
wear down the enemy. The unlife energy that
infuses the hammer's smoke can animate non-liv-
ing organic matter info small geblin-like creatures
that add to the ranks of his forces

Alas, there is always ancther world around
the corner, and the Mountain King knows when
he is beaten. He is gracious in defeat, and
humbly rewards the champion who vanquishes
himn with some artifact from his extensive collec:
tion, Should the King sleep on his throne, or be
placed there dead or unconscious, the entire
mountain dematerializes back into Ethereal
Space, There, Boxon plots revenge and nurses
his wounds, or another troll nses to bear the
mantle of the Mountain King.

GAME STATISTICS
Mountain King: FL 15; Init +1 (Dex); Defense
23 (+12 base, +1 Dex); 5pd 20 ft; Atk +16
melee (+20L, Eclipse Hammer), <12 ranged
{+20L, Eclipse Hammer); SV Dmg +5 (Armor
+10), Fort +5, Ref +1, Will +3; 5tr 20, Dex 12,
Con 20, Int 10, Wis 16, Cha 16.

Skills: Craft [metalworking) +5, Knowledge
ithe planes) +3, Survival +7.

Feats: Attack Focus (Eclipse Hammer, grap-
ple), Darkvision, Detect (gold), Headguarters
(see below), Improved Pin, Minions, Mystic
Awareness*, Rapid Healing, Scent.

Powers: Immovahility +10 [Source: Mystical;
Cost: | pp; Total: 10 pp], Incorporeal +1 [Flaw:
Limited {only through earth); Source: Alien; Cost:

| pp; Total: 1 pp], SuperStrength +5 [Extros:
Protection, Shockwave; Power Stunts: Lethal,
Lifting; Source: Alien; Cost &; Totol: 34 ppl.

Equipment: Armor +10 [Flaw: Device; Source!
Mystical; Cost | pp; Total: 10 pp], Eclipse Hammer
[Effect Weapon +15; Extras: Animation, Ghost
Touch, Horde, Mighty Range, Obscure, Range (nar-
mal);, Flaws: Device, Limited (Animation affects
nonliving organic matter only), Sousce: Mystical,
Cost: 6; Total: 30].

Weakness: Braggart. Boxon eamed much of his
reputation by destraying his enemies on epic cam-
paigns. Most creatures from the Plane of Earth
know of his exploits through heroic song and
poetry. The Mountain King does his best to con-
tribute to his legend, often at the expense of
discretion and his greater strategic goals. He consid-
ers subterfuge dishonarable, and usually proclaims
his aspirations from the highest mauntain

Disturbing. Trolis are thick, gnarled creatures,
almost as broad as they are tall. Boxon's tough,
pebbled hide is dark ash gray. Though bald, his
beard and massive evebrow are the consistency
of rusted steel wool. His deep-set eyes bum with
ancient flame. When imitated, the Mountain
King generates sparks by grinding his stone
teeth. He suffers a -5 penalty on Bluff and
Diplomacy checks when dealing with humans.

Maive. Despite the confidant leadership he
provides his troll minions, the Mountain King is
bewildered by the complexities of the modern
age. The Esplanade was a much simpler place,
where might made right. Boxon certainly cannot
be troubled to leamn the intricacies of human
interaction, He suffers a =5 penalty on Sense
Mative checks against humans.

Susceptible. A strange affliction shared by all
trolls of the Esplanade is their need ta be in con-
stant contact with their patron element, earth.
Ironically, Bawon's banishment has caused him to
adapt and gain greater mobility away from his
home plane. His floating mountain fortress is com-
posed of enough stone to fuel the elemental
tyrant. However, should he be denied contact with
a body of earth more than approximately 640
cubic feet, he suffers the effect of Susceptibility
(Mutanes and Masterminds, page 107),

Headquarters: Trolls are incredibly far-
sighted, so the fortress was well stocked for its
planar drift. Mow, it serves as the Mountain
King's palace and primary mode of travel,

The Mountain Kings throne moom, the Great
Forge, lies directly below a wvolcanic crater, which
vents the forge's tovac exhaust. The hall itself is an
enormous danging industrial dockwork of gobling
(p. 24) and trolls, who hammer away endlesshy at
Boxon's |atest warmachine, The rest of the complex
is & maze of cavems and chambers accessible only
through stone phasing. Numerous forgotten crypts,
lesst: chambers, and deadly boohy-traps protect price-
less treasures, which ssem to have been scattered
arbitrarily through the complex. Shifting walls and
enarmous dropping block traps abound.

Headquarters Features. Combat simulator
(gladiatonal pits), concealed, defense system,
Dimensional Travel +15 [Flaw: Limited {to Ethereal
Space only)], ESP +15 {saying pool), gym, holding
cells, isolated location, laboratory (arcane), library,
living space, reinforced structure, securty syslem,
staff, workshop,
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Throughout the fate 1960s and eady 70s
Arcadia was plagued with an influx of Mafioso
from cities like Chicago and New York Seeing
the West Coast as prime new grounds for crimi-
nal enterprise, mobsters like Johnny Fiola and
Benny "t"l-'- lew" Goldstein moved in on the
small-time ciminal underground in Arcadia. For
yEars [I1E police - and llu,I city's  superheroes
attempted to shut down the operations of these
nouvead-gangsters, but with little success.

Their day did not last long, as all the leaders
of the gangs died off under suspicious circum-
stances by the early 1980s, Criminals spoke of a
ghostly *Murder Man" who stalked the criminal
underworid. The police and mayor were relieved
they no longer had to deal with the gangsters,
but they were uncomfortable with the thought
of a costumed wvigilante working in their city
Little did the police know, but the name crimi-
nals had been whispering about for years wasn'l
just & name, Murder Man was real. .very real

Murder Man is none other than wealthy play-
boy entrepreneur Reginald Carter. Well known
as a rich eccentnic in Arcadia’s social circles, few
know the true lengths to which his influence
reaches. Nearly every crime committed in the
city has a connection, however tenuous, fo
Carter's empire

By day, Carter sits on the b
multinational corpoations, by night he
directs his underlings to y out all manner of
crime, striking fear in the heart of the city
Incredibly charismatic (some would say pretemat-
urally so), Carter inspires slavish devotion amaongst
his minions.

After an attempt on his life by the superhero
Cyclone, Carter realized that for his organization
to continue without him, he would need fo
greom a worthy successor. But who could be
trusted? Even Carter's closest lieutenants were
unwarthy of such an honor. He found himself
drawn to the thought of passing on the business
to another—a son

Knowing the brutality and lack of scruples
that would be necessary for such a position
Carter searched the city's crphanages for a child
who embodied these traits. After an exhaustive
hunt, Carter found Ricky Faust, an 11-yearold
street-rat orphan with a mile-wide mean streak
Only his ingenuity and charismatic nature had
kept the boy out of Juvenile Hall

A few well-placed dopations and outright
bribes brought the disinclined child into Carter's
home. Owver the course of 5 years, Carter

ards of several
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revealed the extent of his criminal activities to
the child, only to find out that Faust had already
discovered much of the truth about his adoptive
father, and embraced the chance to become
part of Murder Man's cotene.

Faust guickly excelled as a heavy, his young
age and small size misleading those whao
assume that a young man won't chop off a fin-
ger to shaw that he means business. Adopting
an appropriate nickname, Faust took to calling
himself Butcher Boy, both in honar of Carter's
underworld nickname as well as his own pen-
thant for camying a pair of wickedly sharp
meat cleavers.

While Murder Man seeks to teach Faust to
spect his new position, Butcher Boy looks at
his job as a fun pastime, referring to Murder
Man's  twbo-charged  Bentley  as  the
"Murdermabile,” the palatial estate as the
“Murdercave,” and so on. Butcher Boy takes his
mle as a costumed villain a little too seriously.

Arcadia's criminal underground soan came to
dread a wvisit fram the teen terror, knowing it
meant Murder Man had taken a personal inter-
est in their activities. Butcher Boy acts as Murder
Man's agent, delivering messages, demands,
nd acting as executioner when necessary, tasks
he takes to with unreserved glee,

With Butcher Boy at his side, Murder Man has
all but solidified his stranglehald over Arcadia's
oiminal underground, bringing together all man-
ner of lawbreakers. Those who challenge the
wntrol Murder Man exercises over the city find
themselves quietly disappeared, or worse, sub-
jected to a visit from the psychotic Butcher Boy.

USING MURDER MAN

Every city needs a grim-and-gritty criminal boss
wha controls all manner of crimes for the PCs to
discover, Murder Man makes a devious adver-
sary for any low-powered group of heroes, or
those who concentrate their efforts on keeping
the city streets safe. In such games, Murder Mar
an act as the untouchable arch-nemesis, the
one wvillain behind it all, pulling the puppet
stings but frustratingly impossible to canvict for
his crimes.

Murder Man can also be a worthy adversary
to more powerful heroes. Due to Carter's use of
Butcher Boy as a go-between, he has managed
10 keep his public image nearly spotless. Allow
the PCs to have him amested fallowing an early
enounter, The PCs will be too busy congratulat-
mg each other to notice that Carter's
million-dollar fawyers have him out of jail within

hours. The next day, Murder Man sues the PCs
for defamation of character.

Murder Man's invelvement in the seedy side
of the city means that PCs may need to trade
favars with him in order to complete some piece
of a puzzling investigation, Very little happens in
the city that Murder Man is not aware of, but he
doesn't share that information lightly. Helping
to bring down and ruin a competitor's criminal
empire might grant the PCs a small favor from
the Boss of All Bosses,

Alterately, they may find themselves owing
Murder Man a favor for eliminating a pesky vil-
lain, or arranging for certain police files to be
lost, such as those containing details of the
hero's identity. Murder Man's control extends
deeply into the media and corporate arenas as
well. As easily as he can help out a hero, he can
make their life a living hell by pillorying them in
the press, arranging for the bank accounts they
depend on in thejr civilian lives to shut off,
arranging for thugs to rough up their loved
ones, and even having a beloved pet put down
by Animal Control. Murder Man is not an enemy
to be trifled with lightly

As a frequent employer of parahuman villains,
Murder Man can be accompanied at any time by
the likes of Redhawk, Player 2, Black Diamond,
the Mihilist, or even employing a team of villains
such as the Bestiary in some vast scheme bene-
fiting both parties and making a lot of work for
the PCs in return.

Butcher Boy can be used to introduce the PCs
to the underbelly of the city's criminal elite.
Coming across the psychotic punk while he's
making a few house calls can be a harrowing
experience for heroes more used to the concept
of villains who don't routinely amputate body
parts as a waming. Butcher Boy is best used
when his age and perverse enjoyment of vi-
lence can be showcased: Although easily used
as comic relief, it's far more twisted to play him
straight, leaving the PCs with the choice of beat-
ing up on a teenaged child, or leaving him to
carry out his ghastly tasks, knowing that his tar-
gets are by and large other criminals—mayhe
even criminals the PCs have tried to defeat in
the past.

TACTICS

Murder Man rarely involves himself in combat—
no need to bloody one's hands when there are
so many willing to do it for you. Murder Man
calls upon his thugs, or on Buicher Baoy, to
defend him against any attackers, If pressed,
Murder Man first attempts to shoot his oppo-
nents with his pear-handled 45 pistol, resorting
to melee combat anly as a last resort,

Butcher Boy, an the other hand, lives for
melee combat, leaping in to fight at the earliest
opportunity, blades flashing, Against powerful
foes, Butcher Boy uses his Power Attack to make
sure they dan't get up again. An expert in fight
ing with two weapans, Butcher Boy nearly
always makes three attacks per round, unless he
is concentrating on a particularly difficult-to-hit
oppanent. If necessary, he throws his meat
cleavers, but he prefers to keep a hold of them
(for obvious reasons),

CAME STATISTICS

Murder Man: PL 13; Init +2 [Dex): Defense +20
(+8 base, +2 Dex}; Spd 30 fr; Atk +11 melee
(+35, unarmed), +10 ranged (+50L pistal); SV
Dmg +3, Fort+3, Ref +2, Will +5: 51r 16, Dex 14,
Can 16, Int 16, Wis 16, Cha 20,

Skills: Bluff +28, Diplomacy +28, Gather
Infarmation +28, Intimidate +30, Sense
Motive +13,

Feats: Ahove the Law*, Connected, Fame,
lron ‘Will, leadership (Loyalty 400, Sidekick
[Butcher Boy), Tainted Metwork®, Villain's Luck®,

Wealth {=3).

Powers:  SuperCharisma  +13  [Extra
Intimidating Fresence; Source: Psionic; Cost: 3 pp;
Totol 39 pp].

Equipment: Fearl-handled 45 Pistol [+5L
Cost: 5 pp].

Butcher Boy: PL |0; init 47 (+3 Dex, +4
Improved Initiative); Defense +23 (+10 base, +3
Dex}; Spd 30 ft; Atk +14 melee (131 crit 19-
20, cleaver) or or +12/+12/47 meles
(+13Lecrit 19-20, cleavers), +13 ranged (+13L,
cleaver) 5V Dmg +5, Fort +3, Ref +3, Will +3; St
16, Dex 16, Con 16, Int 10, Wis 10, Cha 12,

Skills: Escape Artist +8, Hide +7, Intimidate
+24, Move Silent +11,

Feats: Ambidextenty, Attack Focus [melee),
Dodge, Improved Critical (meles), Improved
Initiative, |mproved Two-Weapon  Fighting,
Power Attack, Takedown Attack, Toughness,
Two-Weapon Fighting.

Powers: Super-Skill {Intimidate) +10 [Source:
Training; Cost: | pp; Tatal 10 pp]

Equipment: Finely-crafted meat cleavers
(pair) [+10L].

CAPERS

A Visit From the Butcher: All is not well in
the city. Murder Man suspects that a soon-to-
be ex-employee (perhaps Flayer 2 or another
hired hand} has said too much to the wrang
people. Butcher Boy has been sent to deliver a
painful message: bite the hand that feeds you
and |ase your own hand in return.

The heroes stumble across the fight
between Butcher Boy and his hapless victim as
the brawl spills aut into the streets, With two
villains dueling to the death, what will the
heroes do? If Butcher Boy and his victim see
the heroes approaching, they join forces to
deal with the impending threat, Butcher Boy
affering a stay of execution in retum for a litte
assistance.

Murder, Murder Everywhere: \Who knows
why, but Murder Man has decided to make
things difficult for one of the FCs. Thugs follow
him home, ninjas ambush him while he walks
his dog, his ailing grandmother is kidnapped
and held for ransom. His secret identity is
revealed to the local tabloids. His house is
torched. Play these encounters cut aver the
course of several sessions and make sure that
anly the most tenuous connections can be
drawn between these events. When finally the
PC meets Murder Man, it'll feel like Heaven.
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AleksandrSolokay
Unirionem €0 thie general pubilk
The Ao Agents (disbanden) I
Exra-dimpnsions
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Earth's most powerful hero is  probably
Aleksandr Solokov, a gentle Russian who gained
incredible abilities when his spint bonded to a
limitless source of atomic fusion in 1979
Solakoy became the Proletarian, a living repre-
sentation of the LLS5.R's nuclear preeminence.
Salokov shook off his KGB programming in
1982, abandaning his commurist handlers and
taking the name Frotonik. Aware that the
warld's governments would attempt ta use him
as a superpowered pawn, Solokov swore off pali-
tics completely, and dedicated himself to the
solitary task of protecting the citizens of the
world from natural catastrophes and out-of-con
trol supenillain mastermings

Elsewhere in  the multiverse, another
Aleksandr Solokov struggled with a similar
dilemma on an altemate Earth. On this world,
the Confederacy had defeated the Union in
America’s Civil War. Communism had taken root
in America instead of in Russia, which enjoved a
position of dominance as Earth's political super
power. 50 many major historical events had
happened differently here that a member of
Courage Unlimited, whe visited in 1952, named
the place Anti-Earth

On our world, the former communist Protonik
entered a life of solitude to ensure th-  he coold
spend all of his time focusing on | lping the
powerless people of Earth, Anti-Ear. = Solokow,
whao took the name Meuttonik, had Leen a life
long capitalist, and tried to solve the same
problem and make a little money for himself in
the pracess. Thrlled by the adoration of his pub-
lic, Neutronik reasoped that the people needed
their role madels, and that simply removing him-
self from society wouldn't solve the problems of
the world, Besides, American communism was
the greatest threat to Earth, and required his
attention more than this week's supenillain o
next week's flash flood

He couldn't be everywhere at once, however
To solve that problem, he auctioned off his bio
lagical information in the late 1990s, selling his
DA and the secrets of his ongin to the govern-
ments of six allied nations sa that they could
create their own national champions. Together,
the nuclear-powered heroes would both protect
the people of the warld and defeat the menace
of communism ornce and for all

American supenillains like Madame Mystary,
Miss Trix, and Speedfreak had alieady made a
mockery of that corrupt nation, leaving Amenca
ripe for an alttack despite the efforts of heroes

LEORARD KIRKE
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fe Midmight Man and the Son of Sunset or
[efnny Reb. In 1999, Neutranik and an interna-
fional team of flash-grown clones and genetic
nockeffs called the Atom Agents moved
apainst the American Republic, brutally neutral-
fing LS. superhumans and dismantling the
fation's government. Other communist govern-
ments quickly surrendered to the authority of
Nedtronik and his cohorts. International ten-
sins cooled, and most of the world looked to
Reatronik and the Atom Agents as planetary
saviors who had ended the Cold War in a matter
of days.

Having erased paolitical division, the Atom
Agents turned their attention to eradicating
iime, This invisible target proved difficult to
uelch, however, and as the world entered the
wenty-first century, Medtronik and his clones
aew more and more brutal in their persecution
of criminals, frequently carrying out on-the-spot
mecutions for even minor infractions, The Atom
Agents had grown drunk with power, and their
pawerless subjects viewed them with a mixture
of fear and respect.

Fear and respect wasn't enough. The individ-
1l Atom Agents began to feel they deserved
e, Had they not brought peace to the globe?
Should they nat, then, be allowed to lead it?
Mentronik himself was enraged by the words
and deeds of his cohorts, an anger fueled by the
fact that he had entertained similar thoughts. If
nie of the Atom Agents was to rule the world,
fie reasaned, it might as well be the original. The
atomic heroes fell upon each other and began
towar across the globe.

Meutronik began to understand the eror of
his. cloming enterprise when a battle between
bwo of the Atom Agents resulted in thousands af
tivilian deaths in China. Realizing that his dou-
bles would stop at nothing in their tireless
pursusit of perfection, Meutronik set out to elimi-
nate his kinsmen, brutally and efficiently killing
one after the ather with pulverizing blows from
i peerless fists or by blasting holes through
their bedies with his Nuclear Visian,

His travels across the globe revealed the terri-
ol after-effects of superhumanity rin rampant.
Smme nations began to worship their nuclear-
oowered savior as a living god. Others rose Up in
armed revolution, throwing the world once more
Into chaos. The situation reached the point of no
ehum after Neutronik killed his last nval. The
fluman populace, exhausted by a Z-year supar-
war that had tom the globe asunder, feared
Meutranik most of all, seeing the last Atom
Aent standing as the most powerful threat to
fuman life on Earth. A consortium of twelve
nations launched a nuclear stike against
Reutrenik, bathing the world in atomic fire and
filling countless millions. Relatives of the sunviv-
ing elite, protected by advanced fallout shelters,
would emerge in the far future to begin life
anew, armed with knowing the cost of superhu-
manity run wild.

Newtronik survived the disaster that killed his
planet, at long last understanding the true
stakes of his attempt to fix the problems of the
sofld, With almost no one left to protect,
Newtronik departed Anti-Earth in early 2003,

seeking out unspoiled worlds to save from the
kind of madness he had inflicted upon his own,

USING NEUTRONIK

Whether or not you use Protonik in your cam-
paign, Meutronik presents an  interesting
opportunity to reign in out-of-control player
characters, With great power comes great
responsibility, but it often also brings with it a
great deal of hubris and undeserved self-confi-
dence. One of these days, your players are going
to bite off more than they can chew, throwing
themselves into a very political fight or attempt-
ing ta step on the wrong side of morality to
serve the greater good.

If your PCs are running around reading the
minds of criminals to imprison people before
they've committed a cime or have decided to
simply wipe out an enemy government, censider
planning an encounter with Meutronik, who
notices their antics shortly after coming to
Earth. He first attempts to reason with the
heroes, telling them his personal story and
informing them that he won't let arrogant super-
heroes destroy this world, too,

If your heroes behave themselves perfectly
and don't get any big ideas about changing
their warld forever, Neutronik targets NPC super-
heroes instead. Your heroes first hear of him
when they come across the bodies of other
heroes who have been killed by Neutronik after
they failed to impress him. Evewitnesses and the
nature of the superhumans' wounds implicate
Protanik himself or perhaps even a PC with simi-
lar powers. When the PCs finally track down
Meutronik and attempt to guestion him, they
learmn he has a few questions of his own,

TALCTICS

Neutrenik doesn't fly into encounters with eye-
beams blazing, but he did spend 3 difficolt
vears tracking down genetically identical com-
panions and killing them as effectively as
passible, He's more likely to cut a character's leg
tendon with his Nuclear Vision than he is to talk
over his philasophy during a leisurely fisthight

He cares much, much mare about winning a
fight than about making sure that it's fair. One
of his favorite tactics to use against superheraes
is putting nearby innacents in grave danger,
forcing the hero to make a chaice hetween strik-
ing him or saving the lives of bystanders. Mo
matter what the hero does, Meutronik has a
choice criticism at the ready, and presses any
advantage with brutal efficiency.

GCAME STATISTICS
Neutronik: PL 15; Init +1 (Dex); Defense 23
(+12 base, +1 Dex); Spe 30 ft, fy 75 ft; Atk
+16 melee (+16L, unarmed), +13 ranged {+10L,
Energy Blast—radiation); SV Dimag +4 [Pratection
+12), Fort +4, Ref +1, Will +1; S5 18, Dex 12,
Con 18, Int 10, Wis 13, Cha 15.

Skills: Diplomacy +7, Intimidate +21, Listen +6,

Feats: Durability, Immunity (disease, cold,
exhaustion, fire, poison, pressure, suffocation,
radiation), Penetration Vision, Ultra Hearing.

=i SRRt

Powers: Flight +15 [Seurce: Mutation; Cast: 2
pp; Tatal: 30 pp], Nuclear Vision [Effect Energy
Blast {radiation] +10 [Source: Mutation; Cost: 2
pp, Total: 20 pp], SuperStrength +12 [Extro
Protection; Source: Mutation; Cost 5 pp; Total

60 ppl

CAPERS

All the Rage: Neutronik's "take no prisoners”
approach to fighting supercrime and even
some superheroes takes the media by storm,
with a majority of the world's population
claiming to support his hrutal methods.
Hometown newspaper editorials start calling

| upon the heroes to be "more like Meutronik,”

specifically citing supervillains who the team
put behind bars only to see retisrn to the
streets and a life of cime months or years
later. Neutronik mania forces the heroes to
change their methods or confront the people
of the world, explaining why brutality isn't
always the answer In order to prove their
superionty, the PCs will have to take on
Meutronik himself in a televised battle that
shows the villainous Solokow nonchalantly
mowing through civilians to mercilessly attack
his enemies.

Hero, Meet Hero: After suffering an embar-
rassing defeat at the hands of the PCs
Meutranik returns to the ruins of his homewarld
ta recruit a new group of Atom Agents made up
of the Anti-Earth “mirrors" of the player charac.
ters! More than one such character should bear
an awful mutation, evidence of his homeworld's
nuclear conflict Take the opportunity to create
fun evil doppelgangers of your players' heroes,
either emphasizing an existing personality trait
or making the villain a true opposite of the
player character. If your players hate their dou-
bles more than amy other character in your

campaign, you're doing something right.
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Our age's most insidious and heartless assassin
lived most of his life as a kind Chnstian man, an
irony that delights the shadowy forces that inter-
lope in the affairs of man. Martin Obermeyer
married young, had two healthy children, and

eamed a meager but respectable Inving as a high
school teacher. He lived a quiet, prous life, and
spent his free ime studying scripture with his fam-
ily. All this shatt
transformed him into a modemn-day lob

Martin Obermeyer's avalanche of somow
began with @ home invasion attack left his

a5 CIrcumsLance

beloved children dead. Martin himself had been
i

walking the dog at the time. All signs, unfortu
nately, pointed to his wife Anne, who had been
suffering from terrible headaches and anxiety.

Despite a hazy recollection of the evenls, she

tained her innocence all the while

A brief but sensational trial found her quilty
and she was sentenced to die. Martin stood
dutifully by her side, stunned to near catatonia
during the proceedings. Despite his prayers, his
wife was executed, and Martin Obermeyer with
drew into bitter is

In the midst of a downward spiral brought on
by despair and alcohol abuse, Obermeyer lost
both his job and home. His unusually rigid faith
and focus on family left lim little time to form
relationships, and the few family frends dnfted
away in condescending deference. This solitude
fueled a blossoming dementia

Tarmenting dreams suggested that he had

butchered his children, fo

ng Martin to escape

his guilt through senows dru
his wife's death, Ma > shre
transient, meeting any attempted intervention
with rabid contempt. After an unfortunate coin
adence his life, as miserable as it seemed, took
a tumn for the worse.

While Obermeyer cooked up a fix with some
new acquaintances under an isolated stretch of
monorail track, comversation tumed to the
exploits of one of the junkies. Amidst a litany of
crimes, the hooligan bragged of getting

Within a year of

45 a

lived on ¢

home

clean in a particularly famous and vi

wasion, Anne Qbermeyer’s story, despite her
nconsistent recollection, had been true, The
crime hod been perpetrated by a stranger

All the sarrow, horor and frustration that had
been simmering in Martin suddenly exploded in
white-hot, righteous fury, After b
he called upon all that was good
in the universe to help him ave
ughter. The hardened jun
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milquetoast schoal teacher ruthlessly, and
strung fis body up on the viaduct.

#s his life slipped away, Obermeyer cursed the
universe and the hand he'd been dealt His
mssailants hooted and laughed as they disap-
peared between the spotlights of the street
lamps. Martin cursed a will that failed him, an
miellect that could not see the truth, and a body
loo weak to exact bloody revenge.

While most souls promptly depart our plane
4ia the astral space of the Limboa Lanes,
Obermeyer’s soul stalled in a way similar to that
which creates ghosts. His despair was so pro-
found that it severely diminished his spiritual
energy. |t hung from his body like wet clothing,
Obermeyer wanted nothing more from exis-
tznce, in this life or any other. Temified that he
might samehow encounter his deceased family
in the afterlife, his soul lingered in shame. Gad
may not have heard his prayers, but corners of
the city are full of strange beings ready to
geploit the desperate.

Such exquisite suffering does not go Unnoticed,
While flickering  between life and death,
Obermeyver sensed a presence, He had been dis-
avered by a murder of Mothings—powerful,
malevalent non-beings that haunt the Fther, The
Aothings were aftracted to Obermeyer's wretched
zate, but seemed to find him almost too deca-
dent or rich a morsel. For whatever sinister reason,
the Mothings erased Cbermeyer's soul, forever
trapping him between life and death,

This  twisted mercy  killing  transfarmed
Obermeyer into an undead vessel of revenge. No
gmber of his original personality glows within his
bloated heart, as it now bums with vialent and
indizcriminate rage. It's unclear if he senves the
lothings out of some form of gratitude or obliga-
ton, but the undead slasher now known as the
lihilist certainly does his part to spread their
brand of horrific suffering.

Ironically, ance Obermeyer took to the shadaws
i his resurrected form, he discovered that police
had slain the junkie murderer in an unrelated
dllzrcation  later that evening, The Nihilist
butchered eight police officers and was killed
twice more that might before rising to beqgin his
itign of terror anew.

Street lore connects the Mihilist to the vast
modern urban pantheon of “gods® that has
energedd  alongside  mademn  parahumanity.
Wany believe him to be the rsing Cod of
Murder, Another of these so-called street gods,
fha enigmatic Prince of Thieves known as Mr. F,
appears to fear the Nihilist, despite the Prince's
tlearly superior mystical powers,

USING NIHILIST

The Nihilist is an empty human shell, supernatu-
filly driven by the primal forces of anger and
ievenge. He is virtually incapable of dealing in a
meaningful way with a normal person. Although
fe has infrequently teamed up with other vil-
lains, in such cases he can usually be counted
manly to spread mayhem.

The Mihilist certainly does not suffer fools
gladly, as illustrated by his brutal slaying of
feammate Marauder on a job for Murder Man
and Butcher Boy (p. 78). He reserves an unusual

:

respect for the Dastardly Duo, possibly out of
uncharacteristically  nostalgic  affection  for
young Butcher Boy. Though Nihilist serves as
their mast loyal assassin and works largely for
free, the crime lords dare not take him for
granted. The pair can only guess at Nihilist's
long-term agenda, but aren't about to question
the motives of such an effective and brutal killer,
st long as he waorks for them.

Between contracts, Mihilist spends most of his
time divided between two equally hollow pur-
suits. He often sits for weeks an end uttery
motionless in a rented room in a transient hotel,
his ratted flesh illuminated by the icy blue glow
of a black-and-white TV, communicating with
the Mothings through the interference of poor
television reception. When not inert, the Nihilist
wanders the strests of dilapidated industsial
guarters, snuffing out life wherever he finds it

‘a1 N ELTM™
The Nihilist 1s a relentless, silent stalker who
seeks to mawimize his victims' terror. He rarely
engages a target directly, and aveids con-
fronting groups. Instead, he stalks his prey in
shadow form, striking when his advantage is
greatest, Though he is technically dead and vir-
tually invistble in shadow form, characters who
can Detect (life) register his presence as an obvi-
ous cold vaid, Characters with Scent detect him
at double distance because of an air of decay
that hangs about him.

When he strkes, he reveals himself to be
something other than a stiff, shambling zombie.
With unnatural, silent grace, he flicks and slices
with a pair of antigue rusty straight-razors.
Wounds inflicted by the Nihilist's touch or meles
attacks cause the victim's life energy to bleed
into the Ether, requiring the wvictim to make a
fresh Damage save at the start of the Nihilist's
turn until a successful save is made.

Should the Nihilist fail to Reincamate himself
and nse fo continue a hunt, his body melts away
into an inky shadow due to his Into Thin Air feat,

GAME STATIGTICS

Nihilist: PL 13; Init +7 (+4 |mproved Initiative,
+3 Dex); Defense 13 (+10 base, +3 Dex); Spd 30
ft, Atk +14 melee (+6L, razor), Full Atk
+12/+12/+7 melee (+6L, 2 razors), 5V Dmg +4,
Fort +4, Ref +3, Will +2 [Mental Protection +5);
5tr 18, Dex 16, Con 18, Int 12, Wis 14, Cha 8

Skills: Concentration +7, Listen +8, Spat +6,
Survival +6,

Feats: Ambidextenty, Darkvision, Detect
(life}, Immunity {aging, disease, exhaustion, pai-
son, starvation, suffocation), Human Shield*,
Improved Initiative, Improved  Two-Weapon
Fighting, Into Thin Air*, See Invisibility, Track,
Two-Weapon Fighting

Powers: Alternate Form (shadow) +6 [Source:
Mystical, Cost: 5 pp; Total 30 pp], Mental
Protection +4 [Source: Training; Cest: 2 pp; Total:
8 ppl. Reincamate +10 [Extra; Mever Say Die
Source; Mystical, Cost: 5 pp; Total: 50 ppl,
Wounding [Effect Disintegration +10; Extra.
Continuaus, Disruption; Fow: Limited (One

Material—flesh), Range (touch); Source: Mystical;
Cost 2 pp; Total: 20 pp).

Equipment: 2 Razors (+21)

Weakness: Disabled (mute). The Mihilist lost
the ability to speak when he was ushered into
ur-life by the Mothings, A man of few words
before the transformation, the Nihilist now com-
municates through  the most  spartan  of
gestures—a nod, a somber shake of the head, or
a slowly raised hand. As no air passes thraugh
his leathered lungs, he is incapable of even a
whisper, He suffers a -5 penalty on Bluff and
Eiplomacy checks,

Disturbing. For all intents and purposes, the
Nihilist is a walking corpse. Althaugh mystic
forces stave off most of the ravages of decompo-
sition, his pallid skin flakes to the touch. His
eyes glow with an unhely light, and his teeth
and mouth are as black as coal. The musty
stench of dried blood clings to him, and seems
to waft from his shadow form.

Susceptible (items of faith). As an avatar of
hatred and despair, the Mihilist cannot abide
the hope that eternally springs from life.
Because he is fuelled by the inevitability of
oblivion, he chafes at any assertion of strong
beliefs. Characters possessing the Unshakable
Faith feat can force Mihilist to make a Fortitude
save (DC 15, +1 for each minute of continued
exposure]. If he fails, he becomes fatigued and
generally flees.

CAPERS

The Haunted Monorail: Centrification has
hit the haunted industrial zones stalked by the
Mihilist. The wealthy and young are buying up
warehouses and converting them to trendy
lofts. Unfortunately, the center of ane of these
developments is the site of a secret urban mas-
sacre, where corrupt law enforcement officers
in the late 1920s burned a transient tent city
te the ground. Canstruction excavations have
turned up zombies and disturbed ghosts,
What's worse, the Nihilist {aka the Menorail
Slasher), who lost his life hanging from the
rails, prowls the trains, looking to terminate
happy lives. His shadow form makes it easy far
him to enter and exit the moving cars of the
manorail, The autharities are loath to attribute
the attacks to the supernatural, but big busi-
ness expects the train to act as the commercial
center's spine, and wants answers.

Necrophilia: A secret extradimensional research
lab has created an artificial gate to the Carion
Queen's Lanval Lands. The Nihilist is instructed by
the Nothings to pratect the project, as its reckless
progress poses an enormous threat to mality, On
this assignment, he meets the Camion Quesn
{p. 48}, who falls in love with him, Unaware that
the gate threatens her realm as wel| as Earth, she
endeavors (o catch the Mihilist's eye through a
senes of atrocities. Meanwhile, the heroes have
their hands full with demon insects slipping
through addiional dimensional miptures. Can
the Camon Queen give Mihilist an zpocalypse to
believe i, or will he teach her that oblivion's
embrace is the sweetest? Aahf.. thats amare!

AEEEES



BACKGROUND
Morris Crowell would have been proud to simply
go down in history as the world's greatest viden
game designer, but the young South African was
always looking for a bigger thrill. After produc
ing a blockbuster Playstation game, Serum, for
the then-unknown Hammerpointe Games, he
was recruited by the Bay Area software mega:
corporation i-Friend and put to work on a
top-secret project Virtual reality technology was
taking the world by storm, and i-Friend design-
ars sought a completely immetsive halographic
game grid. As team leader, Crowell made
progress in leaps and bounds, and completed
the project far ahead of schedule. The wun-
derkind delivered fantastic {yet uttedy realistic)
results, and  his  virtwal reality  opus
Daystaiker Nightsiayer, was poised for a block-
buster release in late 1994,

Unfortunately, problems with  marketing,
including a rash of video-game-related vialent
cnmes, delayed the game’s debut Crowel
warked out his frustration on the grid, develop-
ing prodigious skill at his masterpiece game.
After receiving word that a controversial game
feature that allowed players to import the like
nesses of real people as victim “skins" would b
cut prior to release, Crowell hit the roof He
found no support for his position amang his
peers, whom he increasingly dismissed as corpo-
rate lackeys, not true gamers like himself,

Crowell dealt with these critics on his own
terms, slaughtering their digital images nightly
in the master DapstalkerNightslayer grid.
When his production manager discovered this
virtual violence, he reported Crowell to his supe-
riors, who terminated the hot-shot designer.
Furious with a company that cast him aside
after "stealing” his ideas, Crowell crossed the
line. After rehearsing the murders to perfection
on the game gnd, it seemed a small matter to
make the crimes a reality. And so he did, mur
dering his team’s managers and stealing the
campany's prototype  holographic eguipment,
HAG | and SLATE 111,

Crowell's reputation preceded him. Shortly
after fleeing the United States, he was
approached by a shadowy corporate espionage
organization known as Octopus Umbrella. For
access to his hard- and soft-light research, the
consortium  supported  his  continued  work,
Crowell decided to take his game to the big
leagues, and updated his systems with an eye
toward military and espionage capabilities. With
charactenstic cheek, he dubbed himself Player 2,



and plundered E3, the electronic gaming indus-
fry's massive annual international trade-show.
Later that year, a run-in with the cime-fighting
enegade robot Zero 00, ended with Player 2's
first of many incarcerations. After a break-out
engineered by his friend Moonquake (p. 74),
Crowell continued his life as a successful career
supervillain. He stays in the game as much for
gicitement as for financial gain.

USING PLAYER 2

Player 2 carries on in the tradition of the
‘emed” supervillains of the Silver Age His
motif is broad, and allows for a diversity of mini-
adventures. Even the simplest of cimes could
catapult the heroes into the cockpits of virtual
space interceptors, or onto sumeal scaffolds fac
g a bamel-hurling gorilla. On the grid, Crowell
5smug and arogant to a fault, and will desig-
nate a particularly confident, hotshot hero as
his Arch-Memesis just to take the hero down a
ey, He truly believes in playing the Game, and
will nat harm innocents ar unmask an opponent.

Despite his loose morals, he despises cheaters.
He is a thrill seeker first, and a mercenary sec-
ond. Player 2 enjoys working with others on a
big score, and with Moonguake founded a loose
suppart network of supervillains known as the
Cime Union {Lecal B33).

For his first appearance in a campaign, it is
fkely that Player 2 has recently relocated to the
hieroes’ home town to escape constant punish-
ment at the hands of a former Arch-Memesis. An
sncounter with Flayer 2 could also be the
feroes’ first exposure to the corporate espi-
onage of Octopus Umbrella (p. 75), an excellent
wurce of recurring schemes.

TACTICS

Whan heroes arrive on a Player 2 crime sceng,
theyy can expect to be immersed in a retro video-
game arena, with Crowell plunking in the
guarters. He uses the SLATE to project a com-
plex holographic enviranment in a S0-ft. radius
amund  him. On its own, the game-grid is
etremely hazardous; the shock of interacting
with the incredibly realistic hazards is enough to
tause very real trauma. In addition, Player 2 can
generate 625 cubic ft. of solid sprites and sim-
ple geametric shapes to further wex his
ipponents. Far example, in a simple maze arena,
fhe HAG can spawn five human-scale Hardness
10 "gablin ghosts," {who can fire Energy Blasts
of light or Snare their quany) and six, 10-FL »
34t = 1-fE walls (Hardness 10).

Player 2 keeps his actual location on the grid
hidden, but if discovered, he powers-up and
snters the fray with his Joystick—sometimes vir-
ual violence is no substitute for a taste of the
ieal thing. However, should the HAG and SLATE
bz disabled, Crowell usually gives up without
mich of a fight: He knows that most heroes are
wiperior hand-ta-hand combatants, and has no
desire to- be ground into the realworld pave-
pent. When operating as a team member,
Payer 2 coordinates attacks from a distance,
and protects his allies with the hazards of the
zme-grid.

GAME STATISTICS

Player 2: PL 12; Init +3 [+3 Dex); Defense 11
{+8 base, +3 Dex): Spd 30 ft; Atk +9 melee
{+35, Joystck), +11 ranged (+8L, Energy Blast—
electricity); 5V Dmg +3 (Armor +8), Fort +1, Ref
+3, Will +7; Str 12, Dex 16, Con 12, Int 16, Wis
12. Cha 10

Skills: Computers +12, Craft (electronics)
+11, Knowledge (games) +13

Feats: Arch-Nemesis (PC hero)*, Motif {video
games)*, Dodge, Evasion, Talented (Computers,
Knowledge—games), Wealthy.

Equipment: HAG 1l Hardlight Avatar
Cenerator  [Effect: Create Object +10; Extras
Animate Object, Create Attacks (Energy Blast—
light); Power Stunt: Create Attacks (Snare); Flaws
Device; Source: Super-Science; Cost 3 pp; Total;
37 ppl, SLATE V1 Soft-light Animated Tactical
Enviranment [Effect; lusion +10; Extras: Area
(50-ft radius), Damaging; Aaws: Device, Limited
(creature illusions only); Source: Super-Science;
Cost: 2 pp; Total: 20 pp); Joystick [Weapon +8;
Extro: Energy Blast (electricity); Flaw: Device:
Source; Super-Science; Cost 2 pp; Total: 16 pp;
Power-Lp Battle Suit [Effect: Armor +8; Extro:
Boost (Str) +5; Faw: Device, Source: Super-
Science; Cost 441 pp; Total: 26 pp],

Weakness: EBraggart. Crowell 15 almost
pathalogically competitive. He is too focused to
talk trash during a fight, but loves flaunting his
skills before a caper. He is so sure of his domi-
nance on the game-grid that he can't help but
literally invite heroes to try to stop him, Warse
yet, as a designer, Player 2 is madly in love with
his own ideas, and won't hesitate to reveal his
masterful plans.

THE CRIME UNION

Waorking as a supervillain is difficult, dangerous
work Ask Mindesime (p. 7} and countless hench-
men obliterated by cranky masterminds. Still, a job
is a job, and these men and women are motivated
by cold, hard cash. In such a dog-eat-dog industry,
the thugs who do all the leg-work deserve some
degree of pratection. Cnly the brilliant, twisted
business sense of millionaire master criminal
Morris Crowell, better known as Player 2, could
twist the concept of arganized labor into the
almost absurd Crime Union. In collaboration with
legendary info-terronst, the Wire and his epony-
mous secret computer network, Crowell installed a
system of sound sacialist policies, For a 10% cut of
a heist, the Lnion provides safe houses, legal
council, a retirement pension, medical insurance,
and job placement. Members are free to come and
go as they please, but woe betide any scab who
tries to cut in on a Union job.

By-laws include; Mo aliens (“Earth jobs for
earthlings"), respect for heroes' privacy and fami-
lies {*We're not here to ruin anyone's life, perse.."),
and mild restraint when dealing with bystanders
("No psychos"). Ironically, the Union, especially
Local 833, operates more professionally than
many superhero sguads,

Members in good standing of Local 833
include: Chokechain, Moonguake (11), Googleplex,
Player 2, Gunmetal Grace, Redhawk, Pyrecracker,
and Grit,

CAPERS

Ghost in the Machine. After disappearing

for a number of months, Player 2 resurfaces in |

an unexpected way. A strange and tenacious
virus has ravaged the computer systems of cor
porate Amenca, leaving complex artificial
intelligences playing simple child's games with
each other, Crowell has gone virtual and
downloaded his consciousness  into
Internet  Using technology based on the
SLATE control software, he can manipulate his
digital environment like a god. Even the most
sophisticated security systems are baffled by
his antics.

META-4 calls on the heroes to "go digital”
and enter the Intemet in pursuit of the mad
gamer. [t's only a matter of tme before the
agency's own network is violated, putting the
entire world at risk. Crowell’s avatar is incredi-
bly powerful in the virtual world, and he may
prove a challenge to an entire team of heroes.
Any damage the good-guys take on the Net is
treated as a damaging (llusion (Mutants &
Masterminds, page 73}, Should the herces
track Player 2 in the real world, they find his
bocy well-protected in an Octopus Umbrella
safe house.

First Person Shooter. To exact revenge
against the corporate heads of the gaming
industry, Player 2 has devised a dastardly plan,
Heroes with an interest in video games dis-
cover that luminaries in the field have been
committing suicide at an alarming rate,
Investigation reveals that a new game, 3
retread of the retro-hit Serum, bas been making
the rounds. A hot new developer has distrib:
uted advanced copies of the game to industry
leaders, who seem to become so addicted that
they have been taking their own lives in frustra-
tion, In actuality, Flayer 2 has allied himself
with a cult of techno-arcane witches, A power-
ful vengeance spell has been coded into the
game, and is manifested by walking the sprite
along the paths of certain levels Although
they are not inherently evil, the witches and
their bizarre digital familiars make powerful
recurring enemies if not treated with care.

Still the Greatest. Mow in his mid-30s,
Crowell is worried that he's losing his touch. To
prove he is still the greatest living video jockey,
he has abducted two dozen of the world's top
arcade players, many of whom are children, He
means them no harm, but intends to run them
all through a grueling 48-hour toumament,
The autharities call in the heroes, mistakenly
seeing the kidnappings as an extortion plot
Player 2 intends to release his prisoners once
the tourney is over. In fact, if beaten, he'll pay
the winner a cool §5 million, Should this hap-
pen, Crowell suffers a terrible blow to his ego,
and likely fades away to re-evaluate his life.
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Even as a youth, Dominick Trent sought the
easiest of all paths. Throughout his college
years, Trent succeeded on the work of his peers
and partners, consistently taking credit for
their inventions and innovations. Never a par
ticularly talented engineer, he did excel at one
thing—thievery

Before long, a professar uncovered his actions
and expelled Trent from college. Bitter and vow-
ing revenge, Trent drifted into the chminal
underworld of the big city, He enjoyed the thrill
and ease of cnime, but ultimately his life of lar-
ceny wasn't encugh. Trent wanted the notonety
that only a super-criminal could achieve.

Trent learned that Reginald Carter—known in
the underwarld as Murder Man—sought second-
story men with an understanding of engineering
and science—an opportunity Trent couldn't let
pass. Seeing his chance to prove himsalf with
the city's premier cime lord, Trent eagerly
accepted the job,

Murder Man sent Trent to liberate the latest in
bicenginesred nano-chips, held in a secure
warehouse within the city's industrial center, But
the warehouse contained more than just chips,
After disabling the warehouse's strangely high-
tech security systems, Trent broke into a large
shipping cantainer anly to discover a bright red
suit of powered armor complete with turbine
Jets, ceramic ballistic shielding, and a host of
exotic weapon systems. Trent donned the armer
and became Redhawk, the Cnimsan Cat Burglar,

Redhawk hired himself out to the highest bid-
ders, his ammored  suit  making  previously
impregnable targets contemptuously easy fo
plunder. The armor seemed to amplify his already
cocky demeanor as he came into conflict with sey-
eral of the city's self-appointed superheroes.

Redhawk terrorized banks, labs, and facto
ries throughout the western United States,
amassing considerable wealth and making his
reputation as a super-criminal. While making
off with a large portion of Scilab's newest
computer mainframes, Redhawk was con-
franted by the armored hero Cyclone, During
an intense battle, Cyclone revealed the secret
of Redhawk's armor—it had been a prototype
af the hero's criginal battlesuit! Obsolete
technology and amateur tactics failed miser-
ably against Cyclone’'s polished grace and
terrifying firepower, Redhawk escaped the
battle, but not withaut massive damage to his
purleined armor, not to mention the ternble
blow to his fragile ego.




Redhawk's engineering background was of
no help as he tned in vain to repair the armor.
The cosmetic damage was easily repaired, but
sergl important functions were rendered far
from reliable, and some systems became dan-
gerously untrustworthy.

Trent continues to hire himself out, hiding the
fact that his armor is in such disrepair. He has
found canvenient excuses to explain the system
failures that seem to crop up more frequently as
time passes, His inability to rétum to full func-
tonality has left an indelible imprint on
fedhawk's confidence, rendering him impulsive
and near psychotic when his amor fails him.
fRedhawk blames Cyclone (or an appropriate
armored hera from your own campaign) for his
current condition, a hatred fueled by the fact
that his suit is no match for the superior Cyclone
amor.  Trent recently began  investigating
Cyclone's career, trying to pinpaint his secret
identity and the source that manufactured both
armaors, hoping to discover parts and technology
ta repair his suit,

USING REDHAWIK

g ] utl bt LY W

Redhawk is best used as a minion for an existing
ciminal mastermind or technology-orented vil-
Gin in need of cheap-but-effective muscle, He is
yal only to his paycheck and the prestige
granted to him by a successful high-profile crime,

Redhawk's malfunctioning armar adds an
giement of humar to encounters with the vil-
lain, but can serve as a story hook as well. The
Cnmson Cat Burglar might target a SUper-sci-
ence hera, attempting to steal some gadget or
technological item identified as necessary to
repair @ sub-system af his armor. Heroes may
b2 forced into a race to find their stolen equip-
ment before Redhawk strips it down to
tomponent parts.

Redhawk is particularly paranoid about his
armor's malfunctions. He rightly assumes that
prospective employers might consider his faulty
amor a sign of weakness and unreliability, cut-
fing into the fortune he hopes to continue to
make from his ciminal exploits. He does his best
In make excuses or cover up any malfunctions
that occur, going as far as to blame allied vil-
kins or sabataging the devices of others to
make it appear that his armor is not the only
equipment affected

His attitude toward heroes is condescending
al best, and ouotright insulting at  warst.
Redhawk is @ man of very little confidence, and
the problems with his armored suit have only
sasperated his insecurities about cutting it in
the criminal underworld. Heroes can easily
sfrage Redhawk, forcing him inta & foolish
caurse of vengeful action, by simply mocking his
amor's failings or by acting as witness to some
ame gane - embarrassingly wrong, In such a
e, the heroes become constant adversaries
fir Redhawk, while he attempt to prove his
werth over and over again,

RAedhawk s by no means a top-shelf villain,
and while resourceful, he prefers working for
oifwrs than for himself. An appearance by
Rechawk most often means that someone mare
pawerful and more dangerous is involved

L

Redhawk's battlesuit is a wirtual armary, con-
taining offensive and defensive weapon
systems. The suit cantains a highly sophisticated
fuzzy logic computer program, which aids the
wearer in combat and maneuverability. The
suit's wrists are fitted with large-capacitance
lasers capable of cutting through the walls of
bank vaults as easily as they can cut down peo-
ple. In addition to their use as weapons, the
lasers can also be used to blind an opponent
with a Dazzle attack

In combat, Redhawk usually remains air-
barne, using his wrist lasers to blast away at
opponents from a distance after he has blinded
them. If forced into melee combat, Redhawk
attempts to escape as quickly as possible, using
his fists ar picking up nearby objects to use as
improvised weapons,

Quite talkative dunng combat, Redhawk's
mauth often gets him in as much trouble as his
larcenous streak. He frequently touts his own
ahilities or brags about how easily he can defeat
his oppanents. One thing Redhawk dossn't do s
talk about his plans or employers. As cocksure as
he is, he realizes where his money comes from,
and knows that a villain who snitches an his boss
doesn't get very far in the ciminal world.

]

CAME STATISTICS

Redhawk: FL 12; Init +3 (Dex); Defense 24
(+11 base, +3 Dex); Spd 30 ft, fly 60 ft: Atk
+14 melee (+125, unammed), +14 or +10-+10
ranged (+12L, Energy Blast-light), SV Dmg +13
(Armor +12), Fort +1, Ref +15, Will -1; 5tr 10,
Dex 16, Con 12, Int 12, Wis 9, Cha 12,

Skills: Bluff +4, Disable Device +4, Listen +11,
Open Lock +5, Search +13, Spot +11, Repair +1.

Feats: Attack Finesse

Equipment: Redhawk’s battlesuit grants him
the following powers,

Redhawk Battlesuit [Effece Armar +12; Extro;
Impenious; Power Stunts: Aerial Combat, Detect
(weapons), Dodge, Move-By Attack, Point Blank
Shet, Multishot, Radio Broadcast, Radio
Hearing, Flow: Device; Sourcer Super-Science;
Cost: 2 pp; Totol: 32 pp].

u Amazing Save [Damage) +12 [Extra: Reflex:
Flaw: Device; Source: SuperScience; Costy | pp;
Tatal: 12 pp).

y Energy Blast (light) +12 [Extra; Multifire;
Power Stunt: Dazzle (sight); Flaw: Device; Source;
Super-Science; Cost 2 pp; Total: 25 pp].

¥ Flight 412 [Flow: Device; Sowrce Super-
Science; Cost 1 pp; Total: 12 ppl.

¥ SuperSenses +12 [Flaw; Device, Cost 1 pp;
Total: 12 pp].

¥ Super-Strength +12 [Flow: Device; Source:
Super-Science; Cost: 3 pp; Total 36 pp],

Weaknesses: Quirk: Malfunctions. Due to
the devastating damage inflicted on Redhawk's
armar recently, its systems don't always work the
way they're meant to. Each round, Redhawk
makes a malfunction check before he can act, If
he rolls @ 1-5 an a d20, he is affected as if
dazed and cannot act that round (hut can
defend himself normally),

CAPERS
It's Not My Vault: The player characters are
called in to help excavate a collapsed bank
that fell into a sinkhole the previous night. The
police suspect foul play, but the vault seems ta
be intact and unopened. Extricating the vault
from the rubble reveals the culprit—the
Comson Cat Burglar himself, trapped beneath
the collapsing vault when his explosives went
awry. And bay is he mad. Redhawk would pre-
fer that no one ever leams of the poarly
planned heist, and fights with all his strength
1o escape. The pride-wounded villain threatens
the heroes with a fate worse than death if they
reveal the details of this encounter to anyone,
With the vault itself free from the confines
of the bank's foundation, Redhawk may even
try to make off with it!

This is Only a Test: A man representing him-
self as the head of Corporate Security
International contacts the player characters.
He seeks a group of heroes to test the new
security features of a local office of the Icarus
Rocketlab, a government contractor specializ-
ing in guided missile systems. Fearing possible
supervillain attacks, Icarus has tasked his firm
with beefing up the building's security systems,
The representative gives the PCs & handheld
transpander, explaining that it will be used to
track their progress through the building, show-
ing the security firm where the biggest hales
are in the system. He asks them to make their
way to room 1500, buned deeply behing secu-
rity measures on the building's first floor,

In fact, the man is Redhawk in disguise, and
the heroes are his pawns to bypass the build-
ing's extensive security network While the
heroes manage their way through various
high-tech  anti-persannel  traps  (paralysis
beams, megatanium containment cages, and
guick-set containment foam), the Crimsan Cat
Burglar loats the sub-hasement of its missile
guidance systems and downloads the latest
warhead designs from the company's main-
frame, By the time the characters discover
there is na tracking device in room 1500 it will
be too late to stop Redhawk, Or will i£7

I'll Take That!: For FCs whose powers stem
from high-tech devices, a villain like Redhawk
can mean big frouble. Having watched the
character's exploits on television, and analyz-
ing his equipment, Redhawk has decided that
the technology used in the character's equip
ment is just the thing he needs ta finally repair
fis battlesuit!

Redhawk will first face off directly against the
hera, attempting to stun him into submission
wsing the Dazle effect of his Energy Blast
pewer, being very careful not to damage the PCs
armor or devices in any way, If he is unable to
knock the hero aut of commission, Redhawk will
revert to what he knows best—a hasty retreat,
and then an attempt to steal the desired item
while the hero isn't looking. If Redhawk captures
the device, it will only be a matter of ime befare
he has disassembled it into junk. Can the heroes
track him down in time?
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Its not easy to find a fight. It's even more ditfi-
cult to find recognition as a true talent in the
international underground Zensen fighting tour-
nament Daniel Ladd found both. A talented
martial artist even as a youth, Ladd sought to
challenge himself with tougher and more dan-
gerous opponents, Arcadia's fights were some of
the most bratal in the United States, with ram-
pant rumors of fight fixing, designer drugs, and
even parzhuman involvement, Ladd rose to the
top ranks, becoming a fan favorite along the
way, anc a nearly sure bet.

Sure bets don't win any friends in the circuit,
and Ladd was set up for a fall. Stepping into the
ring with Lucien Cachot would be the last time
Ladd fought for entertainment's sake. Cachot,
an unknown French boxer, beat Ladd within an
inch of his life, leaving his gasping, bloodied
body face down on the mat. The shocked crowd
stared on, and those in the know walked away
with tens of thousands of dollars frem cleverdy
placed bets.

The semi-conscious Ladd was disposed of;
lzaded ento a cargo ship bound for mainland
China. As quickly as he had risen within the cir
cuit, he was forgotten. Mursed back to health
aboard the ship, Ladd befriended the crew,
who regaled him with stories of the mystical
fighting monks of their homeland. His curiosity
pigued, Ladd decided to investigate the crew’s
claims of magical martial artists and their dey-
astating art of fighting

Upon his arnval, Ladd wandered the five
Taoist mountains of China, searching for clues
te the location of the monastenes that housed
the remaining monks of the mystical Tagist disci-
plines. On Jun Qu Mountain, Ladd came across
a hidden temple dedicated to the Shang Qing
sect of monastic spint boxers, considered by
many Taoist monks to be wizards and practition
ers of black magic. The xenophobic monks
welcomed him with some reserve, but he quickly
won them over with skill and dedication.

A keen student, Ladd absarbed everything he
could from the monks, swiftly surpassing the
younger ascetics and challenging the eldest. The
temple master, 1 Shou, cautionec Ladd that his
warrior nature lay at odds with the Taoist princi-
ples of non-action and non-intention.  Ladd
respected Master Li's words, and began to pur-
sue the mystical side of spirit boxing. He swiftly
gained the fitle of Rose Mank—an honar never
before bestowed upaon a foreigner.




The arrival of the young St lohn Aristide, now
fnown  as the infamous parahuman-hunter
Toreador {p. 102), initiated Ladd's most trying
izt In the beginning, the two outsiders became
fast friends, encouraging each other in their
fraining. After onlby stc months, Toreador left the
menastery, returning later with a sguad of
{hinese soldiers intent on stamping out the last
of the mythic Shang Qing. Ladd leapt to the
defense of his spiritual brothers, brutally slaying
the soldiers and leaving only Toreador to fight,
rioh atop the steep mountain cliffs, Toreador
and Ladd staged an epic brawl. Consumed with
rage and resentment over his friend's betrayal of
the sect, Ladd forced his oppenent to the ground,
and paused to deliver his coup de grace. Master
listopped him. "Mo action, even one this wicked,
worthy of death.” Li's words shamed Lacld, wheo
jealized his warrior spirit would always conflict
with the inner peace that the Shang Qing
sught. After helping to rebuild the monastery,
Ladd eft Jun Qu Mountain, never to retumn.

Ladd wandered aimlessly throughout China,
Mongolia, and Tibet, but no place could keep
fis interest for long. The explorer found his way
lo Hong Kong's notarious Walled City, a thriv-
ing den of corruption, gambling, prostitution,
and murder. While wandering its street market,
lzdd came across a curiously bound tome
smblazoned with the symbals of the Shang
ding. Within its pages were revealed teachings
that had been lost for centuries, Careful study
of the text afforded Ladd an amazing Insight
into his previous training, bringing his martial
fills to a level unknewn by normal men. He
quickly realized that ather lost texts must exist,
and began planning a journey, hoping to
uncover fabled |ost shrines, abandoned cities,
and buried temples.

Word soon made its way through the under-
gound that Ladd had been sighted in Hong
Kong. Bumans of his newfound abilities brought
tozens of experienced fighters to the city, eager
fir the chance to defeat the fighter who had
cme back from the dead. The Zensen
Tournament  had changed during  Ladd's
dsence, becoming even more lethal, with
parzhuman combatants becoming the rule. On
the eve of his departure, five diabolical superhu-
man fighters ambushed and overwhelmed Ladd
in his dojo. Mear death, he drew upon the teach-
ings fram the bock of Shang Qing, focusing his
inner gi. In-a blinding series of holds and nenve
pinches, he neutralized the powers of his would-
be assassins. Unable to stay his raging hands,
ladd killed all but one enemy-—leaving him to
el the world of the unbeatable martial expert-
gz of the Rose Mank.

The Rase Maonk has spent the remaining years
souring the world, hoping to find lost teachings
that will open even greater paths of study. His
dll-consuming devetion to this quest allows no
one to stand in his way. Better that someone
ties than to lose a potential source of power.

USING ROSE MONK

Oue to the nature of the Rose Maonk's quest, he
fn be encountered anywhere the GM desires,
Anything could hold a source of information,

from museum pieces to a book of ancient
Chinese poetry possessed by a player character's
grandmaother, The Rose Monk uses whatever
force is necessary to wrest such artifacts from
their owners, regardless of the legalities. Many a
collector of anftiquities has been left nursing a
broken arm or leg after an encounter with the
mysterious red-garbed warrior monk

The Rose Mank is not evil per se, but has no
gqualms about using viclence in order to ensure
the success of his guest. He never hesitates to
kill those who stand against him, but does
respect the ahilities of trained fighters. However,
he grants no quarter even to those he respects.

The Rose Monk has abandoned any pretense
of achieving inner peace, and now seeks only to
become the world's foremast fighter, a veritable
living weapon unequalled by any ather. Some
would argue he s not far from this goal.

TACTICS

An unparalleled combatant, Rose Menk is nearly
impossible to take by surprise. Even in complete
darkness, he can focus on a foe's heartbeat
footsteps, or other audio cues ta pinpaint his
position. The Rose Monk's methodical studies
have allowed him to master the most devastat-
ing offensive moves of Shang Qing kung
fu—such as the Fist of Eight Elements—allowing
him to severely injure or kill apponents with just
a single blow,

Against superhuman foes, he first focuses on
his surroundings, attempting to tum the arena to
his advantage. Whether that means cutting out
the lights 1o fight a sighted foe in the dark or
moving into a cramped area to disadvantage
fliers, Rose Monk takes no chances while fighting,

Quickly moving into melee range, Rose Mank
attempts to stun or paralyze opponents, saving
his ability to Neutralize for a last resort, as it
requires intense focus and concentration as he
draws on his inner gi. His fighting style is one
af languid movements, and he appears to
block punches, kicks, and even prajectiles with
a practiced ease.

Rose Monk is not amcgant engugh to con-
tinue fighting an opponent he cannot defeat,
and retreats carefully, only to return at a later
date with new tactics and styles,

CAME STATISTICS

Rose Monk: PL 15; Init +12 {+5 Dex, +3 Super-
Dextenty, +4 Improved Initiative); Defense 29,
Spd 30 ft: Atk 412 melee or +11/+11 meles
(+175/ L cnt 19-20, unarmed), +13 ranged; SV
Dmmg +14, Fort +3, Ref +8 Will £2; Str 18, Dex
20, Con 16, Int 16, Wiz 14, Cha 16,

Skills: Acrobatics +15, Balance +15, Escape
Artist +13, Jump +14, Knowledge [(occult) +7,
Sense Motive +7.

Feats: All-Around  Sight,  Attack  Focus
[unarmed), Blind-Fight, Blindsight (acute hear-
ing), Dodge, Evasion, Expertise, Improved
Critical  (unarmed),  Improved  Initiative,
Improved Pin, Rapid Strke, Stunning Attack.

Powers: Amazing Save (Damage) +6 [Source;
Training; Cost 1 pp; Total: 6 pp|, Deflection +6
[Power Stunt: Catch; Flaw: Limited [physical

ML r| |

attacks only); Saurce: Training; Cost: | pp, Total:
8 pp| Neutralize +10 [Extras: Meutralinng
Block, MNullification; Flaws: Range ({touch),
Villainous Effort; Source: Training, Cost: 2 pp;
Totgl 20 ppl, Paralysis +4 [Extra: Sustained;
Flawe Range (touch); Source: Training, Cost: 2
pp. Total 8 pp], Strike +10 [Extro; Dual Damage;
Source: Training; Cost: 2 pp; Total: 20 pp], Super
Dexterity +3 [Source: Training; Cost 4 pp; Toto!
12 pp], SuperStrength +3 [Source Training;
Cost: 4 pp; Total: 12 ppl

CAPERS
White Lotus Clam: Weeks ago, the Rose
Mank liberated the powerful Five Elements
Blade from the possession of the White Lotus
Clan, a secretive splinter sect of mystic Taoist
assassins, MNow, the clan wants it hack.
Attacked by White Lotus assassins, the Rose
Monk opts to hide the blade—by allowing it to
fall into the hands of the player characters|
Naw the White Lotus Clan wants to eliminate
nat only the Rose Mank, but the characters as
well, and they will stop at nothing to retum
the blade to its rightful place, Even if the play-
ers manage to defeat the assassins, they still
must face off against a very motivated Rose
Mank when he retums to reclaim his pur-
loined property.

White Lotus Clan Monk: FL 5; Init <8 {Dex,
Improved |nitiative); Defense 19 (+5 base, +4
Dex); Spd 30 ft; Atk +10 melee (+6L/T0-t,
reach, kwan dao staff] or +10 melee [+25,
unarmed), +10 ranged (+3L, throwing stars);
SV Dmg +4, Fart +1, Ref +4, Will +1: Str 14,
Dex 18, Can 12, Int 10, Wis 13, Cha 10.

Skills: lump+2, Hide +4, Listen =1, Move
Silently +4, 3pot +1

Feats: All-Out Attack, Attack Finesse, Attack
Focus (amed), Attack Focus {unarmed), Dodge,
Evasion, Heroic Surge (1), Improved [nitiative,
Instant Stand, Move-By Attack, Power Attack,
Stunning Attack, Surprise Strike (+3),

Equipment: Kwan dao staff [+4L, Power
Stunt Extend Reach; Total:5 pp], rope dart
[+4L, Extra: Snare +4; Total: 8 ppl.

The Five Elements Blade shouldn't fall into the
hands of the PCs permanently. They should
feel compelled to returm it to its rightful own-
ers. Perhaps an ancient curse will be visited
upon thase who abscond with the blade.

Five Elements Blade: [Fffect: Weapon
+10 (+10L, melee); Extras; Energy Blast (fire),
Element Control (earth), Element Control
(water), Plant Controli  Power St
Amphibious; Fawe Tiing; Sowrce: Mystical:
Cost 4 pp; Total: 41 ppl. The Five Elements
Blade must be held to activate its powers,
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Some children are born bad Some children are
born good, but their parents assume otherwise,
The latter case applies to Gwen Foster. Gwen's
power to generate and contrel fire manifested
as she passed into her teenage years, & series of
small fires aroused the suspicions of local police,
but when Gwen's pyropharic skin ignited spon-
taneausly in air while she slept, destroying her
childhood home, even her parents tumed
against her. Gwen knew nothing of how the fire
started, and claimed innocence. Star witnesses
in the arson trial that followed, Gwen's parents
helped to comvict their daughter, who was
shipped off to a nearby jail,

Her time in Scuthampton County lail further
turned her against her treacherous parents and
taught her to defend herself against the more
brutal and wviolent girl inmates, In time, her
skin ance more burst into flame, resulting in
the death of two guards and Gwen's escape
from confinement.

META-4, the L5 government agency tasked
with investigating, studying, and policing
America’s parahumans, immediately scrambled
a search and rescue team to bring Gwen in, but
to no avail. Chimera [p. 41), eavesdropping on
META-4's encrypted radic transmissions, arrived
first. Members of his team, the Bestiary (p. 38),
made short work of META-V's extraction team
and brought the frightened and confused young
parahuman back to their Arcadia headquarters

The Bestiary trained Gwen in the use of her
emerging powers, and she began at |ast o feel
at hame with others, like her, who had tran-
scended humanity, A special containment suit
designed by Chimera channeled Gwen's flames
through vents positioned at the hands, feet, and
top of her head, She remained unable to keep
her skin from catching fire, but learned to con-
trol and project that fire, becoming a powerful
living weapon. Chimera rechristenead her Helia,
the Greek word for "of the Sun."

Cwen fell for Chimera's natural chansmatic
nature, a development the Bestiary's leader did
little to stave off. He believed that Gwan's feel-
ings for him would only benefit the team,
easing her fears of abandonment. Instead, it
had the opposite effect. The closer Gwen grew
toward Chimera, the further she withdrew from
the rest of the Bestiary, This culminated when
Cwen, spying on the abject of her obsession,
found the team's waterbome siren, Undine, in
the throes of passion with none other than
Chimera. Seething with anger and resentment,



she vowed to show Chimera the senousness of
her love. She began sabotaging the team's
wiminal operations in hopes of killing Undine.
During the daylight kidnapping of California
Senator Dalton Markham, Cwen ignited the
fuel tank of the team’s getaway chopper, nearly
killing Undine, and causing her to be captured
by META-4 agent Minotaur. In an act of whim
or guilt-ridden action, Gwen later rescued
Undine from her cell and returned her to the
team's headguarters.

Later, when Gwen revealed her affections to
Chimera, he dismissed them as a childish infatu-
ation, Crushed, she left the Bestiary's #oo
headquarters that night, never ta return. She hid
put in Arcadia’s upper east side, committing
petty crimes as necessary to secure food and
gther necessities. Her anger over Chimera's
ijection solidified her resolve as a villain, as she
naw believes she can trust no one but herself,

After establishing a home base of sorts in an
ibandoned refinery, Gwen began her career as a
wiious super villain. She made national news
aiter destroying the headquarters of a teen
giperhero team called the Upstarts, although
seporters originally mistook her for the super-
feroine Inferna. In the aftermath of that case of
mistaken identity, Gwen embarked on an accel-
grated crime spree, ensunng that she would
never be confused with any other parahuman
aggin. Her recent actions have earned her a new
nickname—5ister Blister,

USING SISTER BLISTER

futer Blister is not an easily controlled ele-
ment within the supervillain subculture of
Arcadia. Her nature is unpredictable, subject
Io the typical whims of any teenager, One
week she may kidnap a wisiting boy-band
singer and the next threaten to bum down the
Arcadia Stock Exchange.

Still young and capricious, Sister Blister may
develop a crush on @ PC hero, perhaps without
i target of her affections being at all aware of
his development. In such a situation, the hero
might find his enemies attacked, his female
teammates harassed, or even his secret identity
uncovered. The relationship could develop into
something more than a one-sided obsession, as
Sistar Blister reveals herself as just a misunder-
stood young woman with abandonment issues,

Sister Blister need not always play the part of
the lovesick teen, She is a dangerous opponent,
with all the training her mentors could provide,
anil has no trouble operating in a tactical man-
pe, She can make for a wicious [albeit
short-term) ally to any villain who needs extra
firepower. She may temporarily team up with
teroes who are adversaries of the Bestiary, of
trade favors with them, providing information
shout the Bestiary in return for something she
wants, Alternately, she may interfere with
miounters involving the Bestiary, assaulting
hath sides with gouts of white-hot flame only to
fiy off, her laughter ringing in the characters’
gorched ears,

Amy time that Undine is encountered, Sister
Blster may not be far behind. As a grudge-
hiodder, Gwen is unegualed in her tenacity and

dedication, Seeing Lndmne as the sole reason fior
leaving the Bestiary has left her both bitter and
vengeful, willing to risk almost anything to see
her rival defeated, humiliated, or dead,

Sister Blister usually acts alone, taking out tar
gets that meet her undecipherable criteria for
destruction or mischief. A publicity junkie, she
goes out of her way to make sure that she is seen,
even going so far as to pose for photographers
and cameramen. She won't, howeves, sacrifice a
mission just to make the 11 o'clock News,

TACTICS

Sister Blister's powers stem from her pyropharic
skin. Flames constantly envelop her body, burn-
ing in excess of 1600 degrees Fahrenheit. Vents
in her containment suit channel, dampen, or
amplfy the flames as necessary, allowing her a
measure of control over the intensity and direc-
tion of the fiery blasts fram her palms. She's also
leamed how to use her flames to lift her body
skyward, allowing her to fly by superheating the
air around her body and projecting flames from
her boot vents to change direction, Outside her
containment suit, Gwen's body is impossible to
touch without receiving hormific bums,

As a prior member of the Bestiary, Sister Blister
is well trained in using her powers in an offensive
and defensive manner, tamgeting weak opponents
first, then moving on to those she sees as immedi-
ate threats. She avoids melee whenever possible,
keeping herself in the air, at a distance, to stage
her attacks. The very air around Sister Blister's
body is so superheated that attacks against her
may fail outright When necessary, she forms a
shield of super-heated air and flame around her-
self, or others, to protect them from more
devastating attacks. In the case of an impending
defeat, Sister Blister will pull out all the stops,
opening every vent on her costume at once, allow-
ing her to channel enough explosive force to
incinerate everything in a 60 foot radius,

Sister Blister is possessed of the amogance of
youth, often taunting opponents with disparag-
ing remarks about their abilities, attractiveness,
the usefulness of their powers, or even their fash-
ion sense, Few seem to appreciate the cruelty
with which a 17-+year-old girl can deliver insults,

CAME STATISTICS

Sister Blister: PL 12; Init +4 (Dex); Defense 20
(+6 Base, +4 Dex), Spd 30 ft., fly 60 ft, Atk +9
melee (+25, unarmed), +12 ranged (+12L,
Energy Blast—fire); SV Dmg +13 (Protection—fire
+12), Fort +3, Ref +4, Will +0; Str 14, Dex 18,
Con 16, Int 12, Wis 10, Cha 16,

Skills: Taupt +6.

Feats: Aerial Combat, Attack Focus (Energy
Blast), Power Attack, Immunity [(fire), Point
Blank Shot, Rapid Shot,

Powers: Amazing Save (Damage) +10
[Source: Mutation, Cost: 1 pp; Toral! 10 pp),
Energy Blast (fire) +12 [Extras Deflection
(Extras; Automatic, Deflect Others), Explosive
Blast (BO-ft radius) Propulsion; Source
Mutation; Cost 7 pp; Total B4 pp], Protection
+12 [Flaw: One Type (fire); Source: Mutation;
Cost: 1 pp: Tetal: 12 pp].

CAPERS |

My Flaming Valentine: Fires are popping up
all over the city, and Devil's Night is stll |
months away. Everything from city parks to
orphanages have been bumed down, and so
far, no one has lost their lives, The fires form a
pattern around a player character's headquar-
ters or home, revealing the arsonist's next
target—a towering high-rise, mere weeks from
completion. When the characters armve, Sister
Blister is in the process of setting the building
ablaze, and reveals her plan. |s it an ambush,
or has Sister Blister fallen in love with one of
the characters, making the fires her larger-
than-life love note?

It Wasn't Me! A rash of fire-related cimes |
point at Sister Blister, although none of the
witnesses have seen who committed the acts,
The mayar and fire chief offer up a substantial
sum to anyone who can bring Sister Blister in
for trial. The villziness explains the whole story |
of her innocence to them, and asks the PCs to

help her clear her name. It won't be easy to

| prove her innocent, especially with every ama-

teur vigilante in the city trying to bring her in,

Cnce her name has been cleared, new evi-
dence comes to light—it was Sister Blister
behind the crimes all along! How will the
heroes react? Revealing the evidence will for-
ever taint their image, casting them as |
accessores—or even worse, as collaborators,
Keeping the information to themselves will
save their good name, but at what cost?

How Dare Youl: Sister Blister has developed
an irrational hatred of a female player charac-
ter. Whether it's stealing her motif, getting
more television coverage, or simply being
“bitchy," the teen flamethrower doesn’t want
the hero in town any longer. She begins by
showing up wherever the hero does, hanging
in the background of any fight, and subtly aid-
ing any villains the hero fights against. Soon,
Sister Blister stages an all out assault on the
hero's reputation, going as far as to injure
innocents the hero tries to protect, or even
masquerading as the hero to put her in a com- ‘

promising position. The culmination of Sister
Blister's assault entails the revelation of the
source of her hatred, and the ultimatum—
“There's only room in this town for one of us,
and that's going to be me!”



The ruthless Broan Empire spans a thousand
warlds throughout the galaxy. Most captured
planets (known to the broan as thrallworlds)
have been demolished by the broan armadas
raped utterly of natural resources, and left to die
a slow, lonely death in the wake of the Empire’s
eternal advance through the cosmos. The broan
also harvest technology in their "exploration”
of space, which they use to improve their
armies and warmaking incustries. Much
captured technology goes to keep the
current Emperor, Orbanux VI, alive
and healthy, as he has remained for
the last 359 years.
As a result of the Emperor's
langevity, whole generations of his
progeny have lived and died with
na prospect of taking the impenal
throne. As a result, the sons and
daughters of Orbanux want for
nathing, living a life af lusury sa
long as they express no pelitical
motivations  whatsoever, The
arrangement worked perfectly for
W centuries. Then, about 7 years
ago, an ambitious young scion,
one of 23 living princes of the
Broan Empire, decided luxury
wasn't enough. That calculating,
proud, and treacherous son was
Dovox, the alien menace known
to Earth's heroes as Sovereign.
Ancient ancestors of the
Empire’s current rulers first paci-
fieel and united warring broan
factions thousands of years ago,
before the race had the technology
to escape their pollution-choked
hemeworld, The ancient heroes wnj-
fied the broan thanks to special
super-powers gamned by exposure to
the rays of a certain gemstone. Known
as the Tempenrng, the ntual serves as
one of the religious pillars of broan soci-
ety by ensuring that the nuling class is
seen @5 gocs by the common “powerless”
broam, Prince Dowvox emerged from  his
Tempering with the ability to regenerate
wounds at an astonishing rate, His
powers made him nearly invul-
nerable to damage. “The
Empire spends its fortunes
keeping my feeble father
alive," he reasoned, “And yet |
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can never die" He resolved to take over the
Empire ane elder brother at a time, murdering
three in 1996 before being captured while
attempting to kill Orbanux himself.

The Broan Empire holds killing a member of
the ruling family so taboo that it never even
considered executing Dovox. Instead, the prince
received the harshest of nomlethal punish-
ments—exile to a distant backwater of space far
from the major civilized spaceways. Orbanuk
grudgingly provided his son with his own trans-
lator, a kwoloo named Waymaker (p. 112, who
would ensure Dovor's ability to communicate
with creatures throughout the galaxy,

Calling himself Sovereign, Dovox immedi:
ately decided to create an empire to rival that
of his father, with the hope that they might one
day clash in a titanic space battle the universe
will remember until the last sun has died.
Within a year, he'd pressed more than 100
high-tech space mercenanes info an effective
invasian force capable of capturing any pre-
space-travel planet,

His first target was Vodan, a mineral-ich
planet whose gemstone inhabitants [lived
according to a super-feudal government ruled
by an aged Primarch, The combined swords and
limited magic of Vodan's defenders did nathing
to stop the onslaught of Sovereign's well-
equipped army. Days after the force amived,
Sovereign wrested the Harbinger Staff from the
Primarch of Yodan and used it to extinguish the
planet's Warldspark, a ghostly luminescence
within the giant crystals that served as the spiri-
tual anchor of Vodan culture

In the Primarch’s vanquished castle, Sovereign
came across a curious brass amulet, and turnec
it over to Waymaker for further study. The schal-
arly alien detected an invisible script and, using
his ability to read and understand any lan-
guage, he read the amulet's incantation. Doing
so produced a human man in ancient garb, whao
seemed to emerge from within the amulet itself.
The man called himself Sulemain, and before
Sovereign could crush his neck, the strange
human offered an unusual bargain,

Sulemain (p. 96) claimed to be a wizard who
understood the mathematical rules that govem
the universe, He promised to provide Sovereign
with a means by which to move his armies from
planet to planet without need for an armada,
The offer held the prospect of capturing highly
advanced technological waorlds, using the ele-
ment of surprise to slip past most planetary
defense systems. Dovox assented to the plan.

Sulemain immediately set about creating a
architecturally perfect building, which allowed
visitors to jump to any point in the universe sim-
ply by standing at the rght confluence of angles
and uttéring an arcane formula, In retum for
creating this perfect weapon, Sovereign prom-
ised o canguer Sulemain's homeworld—a planet
known as Earth, After adding seven maore plan-
ets to his fledgling empire and murdering four
more elder brathers, Sovereign is finally ready to
fulfill his side of the bargain.

USING SOVEREIGN

Sovereign prefers to visit a new world himself in
order to test its mettle befare deploying his
armies. He wants to get a feel for Earth's super
human protectors before full-scale invasion can
begin, which puts him on a collision course with
your heroes, Sovereign disdains Earth's "primi-
tive" technology and culture, but respects its
siperhumans, whom he sees as his peers. While
he realizes that the superhumans of Earth, like
those of the conquered planets before them,
must be destroyed in the invasion to come, he
relishes every battle like a wizened general fac-
ing off against a worthy foe.

Consider teaming Sovereign with Sulemain
and Waymaker, members of his  advisory
Collective Council, in an adventure that
presages an invasion of Earth by Sovereign's
armies. Keep the armies off stage (unless the
FCs really mess up), allowing your players the
opportunity to shut down an alien invasion
before it happens. Even at his meanest,
Sovereign 15 perhaps best used to presage the
trouble to come if his father's Broan Empire
decides to pay a visit to Earth,

Sovereign's appearance in the campaign
might be particularly impactful for an alien PC,
as the character may have lost family or loved
anes to the crushing advance of Orbanux's
Broan Empire. Perhaps the Empire utterly
destroyed the PC alien’s homeworld ages ago,
forcing sunvivors to live @ nomadic existence
{which may have brought the hera to Earth in
the first place)

TACTICS

Sovereign Regenerates three stun and lethal hits
every twa rounds [ 1 the first, 2 the second, and so
on}. If disabled or knocked unconscious; he gets a
DC 5 Constitution check to recover. This nigh-
imvulnerability makes Sowvereign exceptionally
brave. He occasionally suffers damage willingly in
an effort to prove his resilience to an opponent.

Although exceptionally dangerous even when
uparmed, Sovereign prefers to fight with the
Harbinger Staff, which he liberated from the dead
hands of Vodan's Primarch, Sovereign added a
cisstom blade to the staff, insel gemstone heart
of the staff's previous owner.

GAME STATISTICS
Sovereign (broan): FL 16 Imit +1 (Dex);
Defense +26 (+15 base, +1 Dex); Spd 30 ft; Atk
+20 melee (+15L, Harbinger Staff] or 416
ranged (+15L, gradient pistol) or +16 ranged
(OC 15 Fort save, Stun); 5V Dam +7 (Armor +10,
Durability), Fort <7, Ref +1, Will +2; Str 20, Dex
12, Con 20, Int 15, Wis 14, Cha 14.

Skills: |ntimidate +18, knowledge (space)
+8, Sense Motive +6,

Feats: Aftack Focus (armed), Chokehold,
Durability, Endurance, Great Fortitude, lmmunity
(pressure), Improved Grapple, Infamy, Toughness,

Powers: Natural Weapon (tusks) +3 [Source:!
—: Cost: 2 pp; Tofal: 6 pp], Protection +4 [Flaw:
Cne Type (cold only); Source; —, Cost: 1 pp; Total:

4 ppl, Regeneration +15 [Source: Mutation; Cost:
2 pp; Tofal: 30 pp].

Equipment: Armor +10 [Flow: Device; Source;
— Cost | pp; Total 10 pp), fog bombs [Effect:
Obscure +3; Extra: Extra Sense (scent) Flaw:
Device, Uses (8], Source Super-Scence; Cost |
pp; Tetal: 4 ppl, Harkinger Staff [Effect: Weapon
+16; Extra; Extra Aftack (Stun), Aaw: Device;
Saurce; Super-Science; Cost: 2 pp; Total: 32 pp).

CAPERS
Sister, Sister: The Broan Empire doesn't rec-
ognize the political aspirations of female
broan, so Dovox's sisters play little part in his
scheme, In fact, he pays little attention to
them at all, & trait he shares in common with
even the Emperar's staunchest supporters, His
eldest sister, 8 scheming manipulator named

Unava (Mental Blast +15), detests this bias
and has come to the conclusion that her only
route to power must come fram an alliance
with Sovereign, whom she has never met, To
gain his trust, however, she knows she must
provve her value to him.

She does this by appearing to the heroes as
a representative of a benevolent broan
Emperar who wishes to bring home a wayward
and troubleseme son, She provides the heroes
with information on Sovereign's whereabouts
and reveals the nature of his powers. Once
they have defeated Sovereign, Unava betrays
the heroes as a display of loyalty to her
brother and offers an alliance right before the
heroes’ eyes,

Klatuu, Barada, Nikto: On his first visit,
Sovereign decides to test the planet's reaction
time by appearing outside a world capital (the
White House, 10 Downing Street, the Kremlin,
etc.) and declaring {with the help of his trans-
lator) his irtent to take over the Earth, While
he realizes that he can't dominate the entire
planet alone, he's fairly certain he could do
serious damage to the capital building, possi-
bly killing an important world leader or three
in the process. He's had luck with the tactic
before, and finds that a destabilized world
makes for easy conguest,

The FCs become invelved by sheer proxim:
ity, having recently finished a case in the same
city. Radic and television broadcasts reveal a
massive  red-skinned  alien  attacking the
nation's center of power, and commentators
bemoan the fact that the city's reqular super-
heroic defenders have not yet made the scene.
Can the heroes act before it's too late for their
nation's leader? What happens to their popl-
larity and notonety after they save the

president's [ife on [ive TV?

HEFTER FOUR + 95 S—
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Merrill Bergie was bom a sickly child in a mral
Midwestern community in the late 1960s, By then,
costumed superheroes were Just the tip of the
parahuman iceberg, a5 mutants with enhanced
senses and superhuman intellects flooded the pri-
vate sector, bolstering the American economy,
Radical therapy was cheap and readily available
for mearly any affliction. Young Memill's parents
placed him in & program to strengthen his com-
promised constitution. But for the injections and
the blue light that kind of bumed, the child
enjoved his weekly trips into the city. By the age of
10, Merrill was not only healthy, but as strong as
an ox, Lnfortunately, later studies suggested a
b Connection between the drug he had been
*  administered, Penthelow.73, and an
increased ocourrence of psychotic rage.
Merry made the most of his new-
found wiger, leading his high school
foothall team ta a state victory. IF not for a
number of disciplinary incidents, including a
marrowly avoided charge of manslaughter, Besgie
could have easily enjoved a high-profile scholar
ship, His exceptional athleticism made him
semething af a small-town celebrity, so he easily
made the transition to sports entertainment. Cver
the next ten years, he dawed his way from back-
yard wrestling to the top of the GClohal
Gladiatorial Federation. Though claiming to favor
‘man's natural strength-and cunning” over the
use of parahuman abilities, this utterly corrupt
pseuda-sport frequently dumped very dangaraus,
unstable “powered” individuals into the ring
against each other, Of course, GOF matches soan
became the most popular media events of all
time, Washed-up middle-aged superheraes, battle
andraids, and kooks with bizarre motifs looking to
make a name for themselves were comman sights
oh weekly televised matches, Bergie, fighting
under the name Earl Duke and advertised as a
“common man," was an easy fan favorite
Duke's agent, a sinister Hollywood player
named Molly Pratt, managed a number of very
popular "gladiators” Though pitching them all
as merely well-trained fighters, Pratt maintained
a lucrative partnership with a French pharma:
ceutical company, Renard Prochem, which
provided  numerous  performance-enhancing
cocktails designed to slip by the Federation's
loose drug testing. The French firm's dodgy
ethics caused its share of casualties, and in real-
ity, Renard used the pit fights to field test
combat serums intended for the black market.
But the serums were far from perfect, and few
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gladiators escaped unscathed. Despite his riches
Land notoriety, Eard Duke's hody was being
painfully eaten away by the chemicals that
helped make him so popular,
. Duke managed to return to the nng numerous
- fimes after injuries and neuromuscular prablems
- that would have killed the average man. When
' he could fight na mare, Pratt tried to transition
nim into Hollywoaod, staring him in a pair of
wietched  family  action  movies,  Nuclear
- Maiiman and Submorine Mountain, On set, the
Cdtar was violent and petulant, often physically
actosting crew members before collapsing in
pain. Earl Duke was reduced to a caricature, and
- een his legion of die-hard fans, the Dukesters,
drifted away. His physical condition deteriorated
wddenly, Swollen, calcified muscles erupted
- painfully through his skin, while barbed tendons
- and cartilage twisted and bore through his inter-
nal tissue. Pratt took pity on his friend, and
secretly flew him to Switzedand to undergo
experimental treatment under the direct superyi-
gon of Renard doctors.
The physicians did the best they could to stabi-
e Duke's  condition.  Unfortunately, the
Penthelon-73 he had been administered as a child
- reacted unexpectedly with the Renard treatments.
Earl Duke emerged from treatment with a disturb-
[ng array of parabuman abilities. Knowing he
- oould never return to his previous life of celebrity
and gracious to Pratt and Renard, Duke, now
known as Spasm, Master of Pain, comfortably
made the transition from superhuman gladiator to
- ifermational enforcer and mercenary.

|
|IUSING SPASM
Spasm has accepted his lot as a follower. By
tusting in Pratt, he has tasted a great deal of
success. In Spasm's mind, Pratt saved him, and
35 a result, Spasm is a loyal soldier. He rarely
questions missions handed down from Renard,
and enjoys the travel and violence, Strangely,
Spasm directs his rage over his physical condi-
fion toward popular superheroes. He is bitter
that his star faded from public memary so
fguickly, and believes that the fickle Amencan
 public chewed his body up, tuming him into a
pap-culture joke. Spasm does nat respond well
i faunts or jabs at his former celebrity, and is
quick to fly off the handle when confronted by
wstumed, media-whore heroes. When not fight-
g, Spasm s dimwitted and crass. He is a
wrsummate bully wha enjoys frightening old
wamen, children, and pets, The only way he
fnows to get his way is through intimidation
and threats. While obsequious to his superiass,
Spasm rarely has the foresight to determine
which asses to kick, and which to kiss.

ACTIEC
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Athough he is well equipped ta fight a number
of oppanents simultaneously on his own, Spasm
& also well suited to act as the lynch-pin in a
mordinated team attack, as long as he can keep
s temper in check and aveid mental attacks. In
gich cases, 5pasm focuses on the “pretty hays,"
specially flyers, who try to stay out of the melee
and utilize ranged attacks. He hides on a perch,

lashing out with his unwound muscles and ten-
dons at maximum range of 30 feet Spasm uses
his Elasticity only to extend the reach of his flay-
ing attacks. The calcified barbs, enzymatic acids,
and raw bio-electricity of this meatscourge
make it a threat to heroes who otherwise con-
sider themselves invulnerable.

With a successful strike, he attempts to initi-
ate a grapple, neutralize the opponent's powers,
and either overwhelm him with the searing pain
of his Fatigue power or simply throttle him with
a Choke Haold, Thanks to Improved Grapple, he
is capable of deing this with one hand free. In a
free-for-all, Spasm targets the higgest, baddest-
looking hero in an attempt to prove “they ain't
so tough!® Thanks to hes resilient and pliant
physialagy and the hit he recovers every other
round due to his Regeneration, in many
instances he's right.

CAME STATISTICS

Spasm: FL 12, Init +3 [Dex); Defense 23 (+10
base, +3 Dex) Spd 30 ft. Atk +15 melee
N2LAent19-20/30-ft. reach, unarmed); SV
Dmg +10, Fort +7, Ref +3, Will -1; 5t 18, Dex 16,
Con 20, Int 10, Wis 9, Cha 12,

Skills: Climb 12, Hide +6, Intimidate +13,
Mave Silently +6, Taunt +4.

Feats:  Ambidexterity,  Afttack  Focus
(unarmed), Choke Hold, Endurance, Great
Fortitude, Improved Crtical, Improved Grapple,
Improved Pin, Power Attack, Rapid Takedown,
Startle, Takedown Attack

Powers: Amazing Save (Damage) +5 [Sowrce:
Super Science; Cost: | pp; Total: 5 pp), Elasticity
+6. [Extra; Protection; Source: Mutation; Cost 5
pp; Total: 30 pp|, Fatigue +10 [Flow: Range
(touch); Sowrce: Mutation; Cest 1 pp; Total: 10
pp]. Matural Weapon +4 [Extro: Climbing;
Source: Mutation, Cost 3 pp; Total: 12 pp],
Neutralize +10 [Flow: Range (touch) Source:
Mutation; Cost: 1 pp; Total: 10 pp], Regenerate
+5 |Extra: Regrowth; Source: Mutation; Cost 3
pp Torol 15 ppl, SuperStrength +4 [Source:
Super Science; Cost 3 pp; Total: 12 ppl.

Weaknesses: Disturbing. Spasm's skin varies
in consistency from a mucus-like film, like the
skin of a tadpole, to a tough weave of strong,
sillky fibers. It frequently splits, seeps bloady
fluid, and regrows. Like visceral serpents, his
muscle tissue undulates, often visibly beneath
the surface, cracking and re-knitting his skele-
ton. Understandably, Spasm rarely shows his
face, and cannot move about in public without
eliciting screams of terror

Unlucky. For whatever casmic reason, Spasm
I5 an incredible screw-up who often snatches
defeat from the jaws of victory. His unique
brand of reckless ignorance has led to an acci-
dental self-electrocution on mare than one
accasion, How this misfortune manifests itself is
left to the discretion of the Gamemaster.

Vulnerable [electricity). Renard's bio-chemi-
cals and numerous sports injuries have ravaged
Spasm's nervous system. Many of his nerves are
grotesquely enlarged and exposed, and while
they carry a jellyfish-like sting, they are vilnera-
ble to electrical surges. Spasm finds these
attacks mind-numbingly painful and attempts

to avoid heroes with any electrical motif ar
cybernetic powers,

CAPERS

Show Me the Muscle: Authorities have ev-
dence that Molly Prait is seeding other |
professional sports with parahuman ringers, I
Herges are brought in by the police, team
owners, or even gambling interests to infiltrate
a professional sports team without revealing
their pawers, Once their true nature is discoy-
ered, the heroes are set upon by athletic
goons, using sports-related weapons and the
Motif feat Whether challenged on ice by
hockey players with bladed sticks and explo-
sive pucks or thrown onto the pitch with their
hands in manacles to face an evil team of sac-
cer players enhanced by Renard drugs, the
players should find themselves aut of their ele-
ment. Signs inevitably point to Pratt and
Renard, but by the time the heroes confront
Spasm and mercenary allies {such as Player 2],
the evidence will have been destroyed,

Zombie Supervillains Must Die!: The
Kevorkian Retreat*, a privately funded treat-
ment center for parahuman sociopaths, is
under a nightmansh siege. Drugs supplied by
Renard Prochem to suppress super-powers have
had apacalyptic side effects on the residents of
the facility's morgue. Upon death, the chemi-
cals act as a strange catalyst in the pineal
gland, The cadavers rse as mindless zombies
still wielding their parahuman abilities,

After an unfortunate PR debacle, the
heroes have been incarcerated, sans cos-
tumes and eguipment, at the retreat An
obligatory power outage causes heroes'
restraints and power suppression devices to
fail, freeing them just as the zombies nse
This is a creepy opportunity for the heroes to
canfrant villains and bystanders they have
deliberately or accidentally slain, Another
unfortunate side-effect of the Renard drug is
the zambies' apparent subservience to recent
guest Spasm and whatever allies he's
recruited from the sanitarum patients,

*Calvin Kevorkian, son of the fomous Dr Jack
Kevarkian, (s a preeminent guthorty on pora-
human deviant psychology.
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BACKGROUND

Obsessed with esoteric mystical traditions and
the secret histary of Freemasonry, archeclogist
and mystic Lemuel Druitt dedicated his life to
the excavation of Solomon's Temple in
lerusalem, Masonry's most revered site. While
digging alone in 1934, Druitt unearthed a series
of secret chambers in the ruined stucture’s
foundation. The ancient rooms, undisturbed for
thousands of years, contained numerous magi-
cal tomes detailing the temple's construction
and ancient secrete of the world's nature and
origins. The deepest chamber, protected by a
devious trap, housed the Goetia Cask, a small
brass vessel containing the spirits of 72 demaons
imprisoned within by King Sclomon himself.

Rapt by the psychological realization of his
life's work, Dhuitt claimed the cask as his owm,
arrogantly declaring himsell Solomon's living
reincamation. He magically sealed the chambers
fram within, spending menths alone studying the
texts and scrolls to decode their ancient secrets.
He became convinced that the Earth and every-
thing on it followed the dictates of “sacred
geometry,” a sart of esoteric mathematical formu-
lae. Mastery of this geometry, he reasoned, would
allaw him to control anyone and amything.

Druitt emerged from the Temple of Salomaon
clothed in ancient garb, calline  himself
Sulemain. With the aid of the demr -spirits of
the Goetia Cask, Sulemain embarke on a tour
of the world's great museums and libranes, loot-
ing them of gems, relics, and manuscripts
related to his numeralogic quest. Throughout
the late 19305, several Amencan  heroes
thwarted the wizard's plans, and while Sulemain
aften battled the likes of Scorpio, M Mystery,
and Blast Samson, he reserved especial hatred
for his most freguent foe, a turbaned mystical
rival known as Doc Mesmer.

Sulemain and Mesmer's ongaing conflict con-
tinued into the 1940s, and afler Doc Mesmer
banded with a group of superhumans called the
Homefront, the reincamated mystic gained a
slew of new enemies like Everyman, lohnny-on-
the-Spot, and Swing  Shift. Unlike many
costumed criminals of his era, Sulemain fled
from wartime service, viewing World War Il as a
lucky distraction that allowed unmolested
access to previously protected archealogical
sites. |n this manner he pierced the legendary
Sphins of Egypt, ganing access to a hidden
library and preserving the volumes discovered
therein by casting them into the Goetia Cask.
similar capers continued until 1948, when Doc




Mesmer and his young ward Anna Klien
fefeated Sulemain and sealed him within his
magical vessel, trapped in the nethervoid with
s demonic thralls. Mesmer melled the brass
sk and fashioned the metal into an amulet
which functioned much as the cask had and
pdoubled the strength of Sulemain’s binding.

In 1951, Mesmer and Anna Klien departed Earth
& part of Courage Unhimited, 2 world-weary group
of superhumans frustrated with politics and eager
o explore the multiverse on an extended joumey
with o plans for retum. Mesmer traveled the cos-
mes for twelve years before finally choosing to
waifice himself on the crystal planet of Yodan,
ahiere his life-essence became the planet's himines-
ent Worldspark. Mesmer's possessions, including
the Goetia Amulet, remained in a place of honar at
the castle of Yodan's Primarch. For the 48 ageless
years of his imprisonment, Sulemain battled and
made alliances and battled again with his former
prsoners, developing heightened skills of self-
presenvation and a more intimate understanding of
the nature of demons. Sulemain’s Imprsonment
ended i 1996, when Waymaker, the emissary to
e exiled broan prince Severeign (p, 92) acciden-
tally released him by reading an  inwsible
incantation on the amulet's surface,

- Sovereign had come to Viodan on a conguenng
wnur of nearby space, to which he had been exiled
by a brutal distant empire ruled by his kin. To
gite his hated family, the prince had set out to
treate a rival empire, but as yet lacked the space
amada for such a monumental undertaking, The
manipulative Sulemain offered a compromise,
sherein he would provide the alien warlord with
the means by which to transmit armies from
planet to planet without an amada. In retum,
Svereign would use his ruthless amy to take
mer Earth, which he would then hand over to the
wizard. Sovereign agreed, and thus began the
nearly G-year process of econstructing a perfect

THE GOETIA CASK

Thousands of years ago, the histonical King
Solomon imprisoned 72 demons within a brazen
cask, These fiends aided the king throughout his
fife. and constructed the Temple of Soloman, an
archeologically perfect building now lost to the rav-
ages of time. At one time the cask's owner could
physically manifest the demons from the vessel, but
the magic grows weak, and today only ephemeral
demon-spints answer the master's call

Summoning forth a demon-spint from the
Gostia Cask costs a Villain Point, per the rules
for Gadgets. Ay villain (including a player char-
acter villain), can use the cask, but GMs may
wish to prevent from doing so any characters
whose Unshakable Faith feat might forbid them
from dealing with demons

Sulemain usually summons 2-3 demon-spirits
pice to battle (usually calling forth Asmoday's
fura, the Worms of Sabnock, and the Wings of
Malphas) and 1 or 2 addibenal spirits as the fight
goes on and tactical weaknesses or opportunities
become clear. He utters the name of each blessing
pilled from the cask, but this is an affectation—the
task responids to his thoughts, not his words.

Some demon-spint effects take physical form,
such as the ghostly Brazen Blade of Botis or the

replica of the ancent Temple of Solomon on
Vodan. Sulemain relied upon Masonic teachings
that the temple was a perfect geametric model of
the universe, reasoning that by simply standing
upon the correct mosaic and uttering a kabalistic
phrase one could teleport himself amywhere in
the universe. The plan worked, and Sovereign's
armies went on the march.

USING SULEMAIN

After conguering seven planets, Sovereign has
finally gotten around to honoring his side of the
bargain. Unwilling to wait, Sulemain appeared
on Earth as long ago as 2001, investigating the
same secrets that fueled him almost 70 years
ago. He has no respect for ancient art as a thing
unto itself, and will willingly destroy a beautiful
ancient sculpture to discover the hidden scroll
within. This makes him a menace to characters
with secret identities such as museum curator,
professor, or archeologist

Despite his singular interest in Earth, Sulemain
serves on Sovereign's Collective Council of adwi-
sors, and must attend his Emperor regularly at the
temple on Vodan (Sovereign's agents return to
the temple via a special ntual). Use Sulemain to
provide unexpected mystical spice to an
encounter with the aliens Sovereign and
Waymaker (p. 112} or ditch the science fiction ele-
ments and throw your party against Sulemain
and a handful of demons from the Chapter 3 of
this book. If you prefer your sorcerers straight, per-
haps the Goetia Amulet never left Earth and
instead fell into the hands of a player character,
The her's eventual accidental release paves the
way for Sulemain’s involvement in the campaign.

razor-sharp Mummur's Probe. Others, such as the
Will of Ipos or Fomeus's Ear, have no physical
manifestation, In all cases, the attendant spirit
images are merely special effects, and all powers
are tied to the Coetia Cask. If deprived of the
cask, the wielder is deprived of all cask effects.

Some frequently-used demon-spinit incanta-
tions follow:

Amazing Save (Dam): Asmoday's Aura

Amazing Save [Fort): Sturdy Cirdle of Bifrons

Amazing Save [Ref): Haumsense

Amazing Save [Will): Will of Ipos

Armor: Dented Mail of Alloces

Combat Sense; Thousand Eyes of Eligos

Comprehend: Forneus’s Ear

Dazzle: Flamemantle of Phenex

Drain (Limited—Intelligence): Gaap's Rule

Drain (Limited—Constitution): Worms of
Sabnock

Element Control (Air): Winds of Focalor

Element Control (Earth): Shaking of Agares

Element Comtrol (Water): Waves of Vepar

Energy Blast (fire): Breath of Marchosias

Energy Blast {sonic): Purson's Trumpet

Energy Control {fire): Aim's Flamerule

TACTICS

Sulemain’s Lemurian Circlet, a band of gold
womn around his head, grants him improved
vision and relative immunity from a number of
dangers. It also provides insight into his ene-
mies' weaknesses, granting him use of the
Evaluate super-feat In combat, Sulemain prefers
to Spare an opponent, slowing her down long
encugh for the Circlet to give him an angle he
can exploit with the variable effects of the
Goetia Cask. His Unshakable Faith in the
Masonic deity Jabulon, an amalgamation of the
Christian god lehovah, the Caananite god Baal,
and the Egyptian god Osins, grants him limited
protection against the unholy and undead.

CAME STATISTICS
Sulemain: PL 10; Imit +1 (Dex). Defense +17
(+6 base, +1 Dex); Spd 30 ft; Atk +5 melee
(+0S, unarmed); +6 ranged (hardness reduced
by 10, Disintegration); 5V Dmg +2, Fort +2, Ref
+1, Will +4 (Indomitable Will); Str 10, Dex 12,
Con 14, Int 18, Wis 18, Cha 14.

Skills: BIuff +4, Concentration +9, Knowledge
(mathematics] +10, Knowledge (occult) +14,
Languages (choose five).

Feats: Indomitable Will, Photographic Memory,
Unshakable Faith {Jabulon); Villain's Luck*,

Power: Sorcery +10 (Disintegration, ESP
Healing, lllusion, Neutralize, Telekinesis) [Power
Stunt Snare; Flaws: Excluded Group (trans-
portation), Rote; Sowrce: Mystical; Cost: 5 pp,
Total: 52 pp].

Equipment: The Coetia Cask [Effect Gadgets
+10; Flaw; Device; Source: Mystical; Tofal: 10 pp],
the Lemunan Circlet [Effectss Darkvision,
Evaluate®, Immunity (disease, exhaustion, poi-
son, starvation), See Invisibility, True Sight; Flaw:
Device; Source: Mystical; Total 7 pp].

Flight: Wings of Malphas

Invisibility: Mask of Glasya-Labolas

Mental Protection: Helm of Foras

Mind Control: Paimon's Bind

Mind Control (Limited—women): Vuall's Guile

Obscure: Miasma of Shax

Plant Control: Buer's Thumb

Shapeshift: Cloak of Marbas

Super-Charisma: Sitn's Fire

Super-Skill (Bluff); Balam's Tongue

Super-Skill (Diplomacy). Amon’s Crown

Super-Skill (Knowledge—culture): Gamigin's Map

Super-Skill (Knowledge—history): Astaroth's Tome

Super-Skill (Knowledge—space): Starsght of Stolas

Super-Skill {Search): Vassago's Sight

Telepathy (Limited—animals): Barbatos's Link

Telepathy (Limited—dead bodies): Murmur's Frobe

Teleportation: Bathin's Step

Transmutation (Limited—liquids only):
Haagenti's Formula

Transmutation (Limited—solids into gold):
Berith's Boonful Beam

Weapon (bow): Leraje’s Bow

Weapon (sword): Brazen Blade of Hotis

Weather Control: Furfur's Wrath



Concept: Mischievous Graffin Artists
Members: Burner, Tag, and Toykiller
Area of Operation: Arcadia

Every city has places that draw graffiti artists
rooftops, trains, bus stops, water towers, delivery
trucks, freeway overpasses, subway cars, train
stations, and tunnels, Whether covering the
walls with drippy marker tags or painting elabo-
rate murals, these artists vie for infamy, and
respect from other graf writers. Those who fail ta
impress are labeled as “toys,” and those who
conguer the most-treasured spots are granted
the title of "afl city.”

Recently, & three-man crew of graffiti artists
began bombing the urban core of the city with
their tags, throw-ups, and murals, Burmer, Tag,
and Toykiller quickly grew to all-city status, their
names seefn everywhere from the East Bay train
yards to the water towers atop the Arcadia Bank
building. Adopting the name Tag Team, the trio
grew infamous nearly overnight.

Sidestepping  the city authorities seemed
overly easy for the Tag Team. Their messages

REY LEMiS

changed fram mere name recognition to a run-
ning battle against the city's mayor, and his
newly formed vandal squad. When the mayar
unveiled his Clean Streets, Clegn ity program at
a press conference downtown, a large backdrop,
featunng photographs of the city's various land-
matks, dramatically unfurled behind him. The
gathered crowd and news media began to gig-
gle; the entire backdrop had been defaced with
graffiti by the Tag Team

During the city's Thanksgiving Day parade, the
trio pulled their most danng stunt yet They broke
into the warehouse which stored the parade's
world-famous giant inflatable balloons. When the
balloons were inflated, #ach and every one had
been redecorated with the names of the Tag Team,
as well as vamous anti-corporate slogans and gen-
eral lambasting of the city govemment

The televised appearance of the graffitied bal-
loons acted as a floating gallery of the tio's work,
The stunt gamered national attentian, and a well-
funded effort to bring the Tag Team to justice. At
the same time, graffiti artists worldwide gained a
brand-new set of heroes to look up to,

Unbeknownst to the general populace, the trio
commits their ciimes with the aid of some very
strange supematyral powers, Early in their caresr,
the trio met with the enigmatic Mr. F, a strange
urban boogieman who contacts young criminals,
imbuing them with powers that make their
exploits easier. Mo one knows why Mr. F does this,
I5 he recruiting for some sort of criminal empire, o
I5 it samething more sinister, brokering the souls of
the young to a darker demonic power? Perhaps
the capture of the Tag Team will allow the heroes
to track dewwn Mr. F and discover his secret.

Burner, Tag, and Tovkiller are mostly a nuisance,
annaoying heroes by spraypainting the PCs’ fly-
ing car or super-motarcycles, They may break
into the heroes headquarters and paint over the
whole place. If the heroes are well-loved by the
city, they become targets for the Tag Team's ire
being ridiculed in murals throughout the oty
They may be encountered while on the run from
another, more powerful willain, whe they have
recently angered.




SACKGROUND
Mot content to be just another name amang
those decorating the walls and streets of the
city, Eric Haze embarked on his career as a graf-
fiti artist to prove his skills with the spraycan.
Laoking up to others like FuturaZ000, Dondi
White, and Espo, Eric mastered the medium,
turning out brilliant pieces that elicited oohs
and aahs fram graf heads and passers-by alike,

His work caught the attention of two ather ris-
ing stars, Tag and Toykiller, and the three
became inseparable. The city was their canvas.
The plan: cover the whale damn thing!

Mothing was too bold—defacing all the art in
the city's most famous museum, redecorating
every bus stop in a 10-mile radius, or simply
writing their names in 30-foot-tall letters on the
side af a downtown skyscraper,

Of course, this provoked the ire of the mayor,
and the team soon had a new enamy to focus
on. Burner was less concerned with the political
side, instead seeing the fight with the city to be
ane of ugly bare city streets versus his beautiful,
intricate murals

One [ate evering, while painting a series of
full cars in the train yards, Burner, Tag, and
Toykiller heard the sound of quiet footsteps.
Automatically the tric assumed the vandal
squad had tracked them down—they took off
running, clutching their cans of paint.

Their pursuer seemed to anticipate their every
turn and juke. Splitting up, the three soon made
their way back to their subway tunnel hideout,
anly to be canfronted by the very man they had
been running from.

The tall, gaunt figure transfixed them with his
hypnotic eves. His offer was simple, he could
grant each one of them supematural powers, if
only they would answer his call at a |ater date. It
seemed too good to be true, but hesitantly, each
consented, becoming yet another pawn of the
mystenous Mr. F

USING BURNER
Mr. F granted each member of the Tag Team
powers tied to their natural talents. Burner is
now able to animate the images he paints, and
tan paint those images with incredible speed,
Burner acts as the woice of reason for the Tag
Team. He has little interest in politics or crime,
caring only about decorating the city with his
arbwork. Mominally the leader, Burner often
turns Toykiller's hare-brained schemes into well-
planned assaults on the aesthetics of the city.

ANDREW HOU
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TACTICS

Typically, Bumer creates creatures that help him
break into buildings, carry heavy objects, or
fight powerful opponents. Whenever the team is
on a missian, they are accompanied by ane or
more of these graffiti-come-to-life creatures,
which often take the form of robots, cartaonish
cancatures, or distorted animals.

Burner is never afraid to run from those who
wiortlld harm him, being a artist, nat a fighter. He
happily sends ane ar mare of his creatures to
defend tie up opponents while he escapes,

Bummer; FL 8, Init +2 [Dex); Defense 19 (+7
base, +2 Dex); Spd 30 f; Atk +5 melee, +7
ranged; SV Dmg +0, Fort +0, Ref +2, Will +2; St
10, Dex 12, Con 10, Int 12, Wis 12, Cha 14,

Skills: Eluff +3, Craft (graffiti) +24, Move
Silently +6, Hide +6,

Feats: Skill Focus [Craft), Leadership, Stealthy*

Powers: Animation (images only) +B [Extas
Powered Images =5; Flaw Limited (graffiti only);
Sotirce: Mystical, Cost & pp; Total: 48 pp], SuperSkil|
(Craft) +8 [Saurce: Training; Cost: | pp; Total 8 pp),

Typical Animated Object (Graffiti Robot): FL —;
Init +2 [Dex); Hardness 4; Defense +14 (+2 base, +2
Dex); Spd 30 ft; Atk +4 melee (+55 unarmed), +2
ranged; SV Dmg +4; Fort —; Ref +2, Will — St 18,
Drex 14, Con —, Int— Wis 0, Cha 0.

Powers: Strike +1 [Source: Mystical;, Cost 2
pp, Total: 2 ppl, SuperStrength +1 [Sowrce
Mystical; Cost: 4 pp; Total: 4 pp]
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BACKGROUND

Even as a child, no surface was safe from Tag.
Ma matter what object came to hand, whether it
be a marker, @ paint brush, or a spray can, he
used it to deface something.

Skipping school to ride the trains became de
rigueur for the budding graffiti artist. The trains
took him throughout the city, and by extension,
took his name as well. Tag wanted his name to
caver the city the way the names of huge corpora-
tions did. After all, what was graffiti but another
sort of billboard or JumboTion margues?

A rivalry of sorts came to exist between Tag
and another graffiti artist, a writer named
Toykiller, who spent his time crossing out the
names of those he deemed unworthy of claim-
ing a spat on the streets of Arcadia

A back and farth battle over the summer pro-
voked much ire between the two, as they raced
to see who could get their name up in the most
outragecus place, and who could cross out the
ather's name the quickest

While painting his name on the side of a
downtown freeway overpass, Tag met his rival
face-to-face—Toykiller was in the process of
painting the other side of the same overpass,
Tensions were high at first, but as the two had
developed & grudging respect for each other,
and their animasity soan turned to friendship,

Toykiller had already met up with fellow graf
writer Burner, and brought Tag into the crew.
The three became inseparable.

One starless night while Tag was on loskout
and Toykiller and Bumner painted a series of full
cars at the train yards, he heard someone sneak-
ing around between the tracks. Whistling to the
others, Tag signaled that they had company and
the trio took off running, pausing only to grah
their paint.

Tag split from the ather two, running at full
speed back to the crew's subway tunnel hideout
Evidently he hadn't run fast enough—the mys-
tery pursuer was waiting for him

As Burner and Toykiller arnved, the man
began to speak, his mesmerizing eyes holding
all three in near-paralysis. One by one, the three
consented to the stranger’s gifts of supernatural
powers, his only caveat being that the Tag Team
would answer his call when it came. And thus,
the mysterious Mr. F added yet again to his enig-
matic collection of misfit criminals.

USING TAG
Tag is the member of the crew most likely to pro
voke a fight, as he is very cocky about his ability
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to disappear with but a quick flick of the spray
can, He is also the most destructive of the
group, unafraid to mark up, tag, o deface any-
thing, anywhere. Cars, buildings, or even peaple
provide irresistible targets for the Tag Team's
incarrigible vandal.

TALCTICS

Mr. F's strange mystical power granted Tag the
ability to use his skill with the spraycan to alter
the state of his own body, as well as affect
other objects’ states, Tag uses his powers fairly
recklessly, relying an his ability to Blend and
Shapeshift to keep him hidden from harm's
way. When facing off against foes, he uses his
spraycan to Transmute pistols to paperweights,
or even turn clothing into a straightjacket

Regardless of the risks invelved in his ventures,
Tag will go out of his way to make sure he
places his name in a few choice locations any-
where the crew visits

Tag: FL 8 Init +4 (Dex); Defense +22 (+8 Base,
+ Dex); Spd 30 fi; Atk +7 melee [+15,
unarmed), +10 ranged; 5 Dmg +2, Fort +2, Ref
+4 Will +1; Str 12, Dex 18, Con 14, Int 12, Wis
12, Cha12.

Skills: Hicdle +9, Disguise +6, Move Silently +3,

Feats: Dodge,

Powers: Shapeshift +8 [Source: Mystical; Cost
3 pp; Tetal: 24 pp). Blending +B [Soupce
Mystical; Casi; 1 pp; Tatal: 16 pp], Transmutation
+6 [Flaw: Limited {one state); Source: Mystical,
Cost: 2 pp; Total: 12 ppl




BACKGROUND
Leonard McGurr grew up in an upper-middle
class neighborhood, living the life any suburban
kicl would love, He hated it The city was the
release he looked forward to, spending his days
skateboarding and his nights writing graffiti all
through Arcadia.

It didn't take long before Leonard left home
for goed, living on the streets, making ends
meet by panhandling and petty crime. Armed
with a marker filled with drippy silver ink,
Lecnard made sure his name gat up everywhere,
even gaing as far as crossing out the names of
well-respected  writers, signifying  that  he,
Towkiller, was the undisputed king of the streets,

These actions caused a bit of friction with other
graffiti writers, not so happy that this young kid
was audacious enough to assume a title he had
no right to, As time passed, however, Taykiller
earned the reputation he created for himsalf. His
strong reputation didn't, however, stop him from
trying to one-up every other graf artist that dared
write his name on a lamp post or traffic sign.

At the height of his renown, Toykiller started
to see Tag's work in nearly every spot he had
bombed himself, It was as if this kid was chal-
lenging him, Word guickly spread through the
community that the two writers had beef, and
the only way to settle it was to see who could
get up in the most audacious places, 1t quickly
became a contest of one-upmanship as the two
rivals sought out mere and more outrageous
places to put up tags and throw-ups.

While painting a freeway overpass downtown,
Toykiller heard the sounds of spray cans being
shaken. He wasn't alone on the brdge! Taking a
guick peek over the railing, he caught a glimpse
of Tag, painting the other side of the overpass. I
was fate, Toykiller thought, There was no way
the two could ever outdo each other, but
together they could outda everyone else,

Together with fellow graffiti artist Burner, the
three joined forces to become the city's most
praminent, and infamous, crew,

While working with Burner to paint several
full trains which were resting in the trainyards,
the two were signalled by their compatriot Tag,
indicating that someane was coming.

Thinking they had outrun their pursuer, the
three were shocked when they retumed to their
hideout to find the gaunt stranger with the mes-
merizing eyes already there. He offerad the tho
a deal: in return for making them even more tal-
ented vandals, he would retum at a later date,
at which time they would need to do something
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far him in return. Ever the reckless youth,
Toykiller was the first to step up and consent to
the stranger's deal,

Since that day, Tovkiller's penchant for cross-
ing out names has changed into an ability to
disintegrate any inanimate objects he chooses
by merely spraying them with paint

USING TOYKILLER

Brash and reckless, Toykiller is the member of the
Tag Team most likely to cause mischief, come up
with a crazy scheme, or wind up with a gaggle of
cops chasing him from a spot where he's man-
aged to disintegrate his way into a automated
teller machine and make off with thousands of
dollars in cash. He's a scrapper and not afraid to

throw some punches, While working with Tag and
Burrer, Toykiller acts as the front-line combatant,
setting concrete pillars to fall by “erasing” their
supports, or melting his way into (or out of) a
building. It's not discreet, but it warks.

Toykiller: PL B; Init +7 [+3 Dex, +4 Improved
Initiative); Defense +21 (+8 Base, +3 Dex); Spd
30; Atk +12 melee (+35, unarmed), +11 ranged,
SV Dmg +3, Fort +3, Ref +3, Will -1, Str 16, Dex
16, Can 16, Int 10, Wis 8, Cha 14,

Skills: Escape Artist +11, Move Silently +14,
Hide +13.

Feats: Attack Focus (unarmed), Dodge,
Improved Initiative.

Powers: Disintegration +8 [Exfro; Continuous;
Source: Mystical; Cost: 3 pp, Total: 24 pp].
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St. Jahn (pronounced simfin) Aristide was bom
into privilege previously reserved for the royalty
af centuries past. His anonymous parents, both
world-class assassins, united in the loving bonds
al a eugenic masterplan crafted by the ancient
global shadow-government commanly known as
the luminati. Though conspiracy theorists read-
ily invoke the name, the gemeral public is
unaware of the secret society’s existence, and
ever the most sophisticated public and private
intelligence agencies are dumbfounded by their
complex machinations,

The llluminati generally eschews invohement
with the high-profile and gauche world of costumed
heroes and willains. Their motives often transcend

conventional  notions  of good  and el

Assassination, however, is the ink with which they
wiite history, and the llumianti breeds and
trains the world's most effident and elusive
professional killers. Regrettably, superhenes
often place themselves between  the
Numinati’s agents and their targets.

While the lluminati employs numerous

powerful parahumans, none eradicate the
annoyance of interloping  do-goaders-in-
tights with the panache and murderous
artistry of the insufferably flamboyant
[oreador. Though he has his detractors, his
celebrity distracts the public from the organiza-
tion's many secret operations,

In a program of misdirection typical for the
llluminati, Aristide’s parents  were  executad
along with a number of other families so that
his precise genetic history could never be traced.
Misinformation and paranoia are frequently
fomented among the llluminated. Allied agents,
each filling essential but seemingly unrelated
missions, are deliberately pitted against one
another to further obscure the master plan

The Illuminati earns much of its loyalty
through indulging its agents in a vast pageant
of worldly pleasure, a tradition dating back to
the first assassin-king, Hassan | Sabbah. From
birth, the llluminati groomed St, lohn to be their
master assassin and the prophesied “Lord of
Assault” Young 5t John travelled the world,
studying literature, architecture, and history, as
well as the martial arts. The enfant terrible grew
into a treacherous—albeit cultured—killer, and
took to personally “retiring” each of his instruc-
tors once he had mastered their technigues. At
15, Aristide confrented his llluminated mentor,
an accomplished assassin known as the Brute,
when the older man chastised him for dawdling
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at a cabaret. To the delight of he crowd, St John
clenched a dahlia in his teeth and slew his elder
with only a wine soaked table-cloth.

Althaugh they were delighted by the pupil's
proaress, his overseers decided to refocus his
training and curb his wild side. He was sent to
remote Chinese monastery to learn the secrets
of Tagist Spirt Boxing, and to learm some
restraint. Though his discipline improved while
training alongside Daniel Ladd, the future Rose
Monk (p. 88), deeper spiritual enlightenment
eluded him. A true sociopath at heart, Aristide
had little trouble betraying his friend when his
masters ordered him to destroy the monastery to
caver his tracks.

Within a year, Arstide had completed his
training and the Toreador burst onto the public
scene, In just over 20 years, he has ended the
careers of more than three dozen costumed
parahumans, lrenically, no parahuman can
match this "normal” man's astounding record of
wins. His list of victims include many of the
Statesmen, Jack the Lad, and the Hustler, who
was resurrected by the pacifist hero Dogstar
after grossly underestimating Toreador's skill,

USING TOREADOR

Toreador is an enigma in parahuman pop-cul-
ture, largely because of his umared affiliation
with the llluminati. In a world of hero and villain
fan websites, where obsessed superhuman
enthusiasts are likely to be as well infarmed as
the legal authorities, 5t John Aristide may be
the last, true intemational man of mystery. His
identity as the Toreador is publicly known, and
though he is clearly European, his specific
nationality remains a mystery.

Many of the websites dedjcated to the papu-
lar assassin are sponsored by the Iluminat
itsell, and indiscriminately run truth alongside
fiction, Webmasters of such sites frequently die
from convenient accidents, regardless of their
allegiance or the veracity of their information.
Few details of Aristide's [ife are agreed upon. He
is openly gay, and his wit and flare have made
him & counter-cultural daring. He is freguently
in the company of rock stars, fashion maguls,
and the corporate elite

MNane of he world's governments have lev-
elled charges against him. An elite segment of
the public, sick of so-called heroes razing their
cities, has romanticized him as an iconoclastic
anti-hers, blind ta his life as a master torturer
and assassin,

Aristide collects artifacts almost compulsively,
In addition to galleries filled with priceless art
and antiquities, he possesses an arsenal of
supernatural and legendary weapons. His jade
armor, far example, was worn by the mythic
Creen Knight who confronted Sir Gawain in
Arthurian lore. The barbed javelins, or banderi-
Jas, developed for him by lluminati arcano-techs
utilize nanites infused with iron-oxide molecules
from the actual Spear of Destiny, The trophy
rooms af his vamous estates are filled with the
costumes and equipment of those he has
defeated. Though he is loath to leave the com:
fort of his luxurious lifestyle without an
eight-digit fee, the right relic could pique his

persanal interest, At his best, Toreador is charm-
ingly self-obsessed and arogant. At his worst,
he's an incredibly dangerous bastard.

ACTICS
Aristide earned his moniker from a dynamic
and uncanny form of ‘“scarf fighting"

Combining aspects of Australian whip-boxing,
the Muslim garrate techniques of Silat Mubai
Agal, and mystical llluminati combat forms, he
transforms a 20-ft scarlet length of silky
kevlar, his muleta, into a devastating and ver-
satile living weapan,

The crack of the muleta's tip has wrenched
vault doors from their hinges. When twisted it
into a flexible spear, it's capable of piercing
powered armor, With his mastery of the scarf,
Tareadar has tossed about opponents he would
otherwise be incapable of even lifting. Most
spectacularly, he can run at fantastic speeds
alang its length, which seems to extend indefi-
nitely. His opponents often mistake him for
helpless without the scarf, though Anstide can
pierce steel with a well-placed unarmed strike.
When confronted with a particularly tenacious
foe, Toreador wears his opponent down with
evasion and insults, negating any pemicious
powers with his bonderiias.

Any fight with the Toreador draws a media
circus, with some members of the crowd reoting
for the bad guy. With access to the llluminati's
finest intelligence, he never enters a fight he
isn't sure he can win, He is especially wary of
psionic and mystic apponents,

His pride and reputation are worth more to
Toreador than any particular mission, and he is
guick to fabricate thin excuses when a plan
goes awry. Tereador is far more effective as a
truly despicable adversary if he can humiliate
the heroes and make a clean getaway, He cares
little fer his fans or other "nobodies,” and fails
to appreciate  how anyone could hald a little
death or collateral damage against him. "Why,
isn't that what they came for?”

CAME STATISTICS
Toreador: FL 16; Init +10 {Dex): Defense 20
(+15 base, +5 Dex); Spd 30 ft.; Atk =17 melee
(+125/L/reach 30 ft, la muleta} or +17 melee
(+125/1, unarmed), +17 ranged (=7L banderl-
las); 5V Dmg +5 {Armor +10), Fort +3, Ref +5,
Will £2; Str 14, Dex 20, Con 16, Int 16, Wis 14,
Cha 18,

Skills: Acrobatics +13, Bluff +7, Drive +13,
Lanquage (French, German, Spanish), Filot +8,
Taunt +10,

Feats:  Assessment, Attack Finesse,
Connected,  Diplomatic  Immunity, Dodge,
Evaluate®, Evasion, Indomitable Will, Stunning
Attack, Surprise Strike, Tainted Metwork®,
Takedown Attack, Untouchable*, Wealth.

Powers: Combat Sense +5 [Source: Training;
Cost: | pp; Total: 5 pp], Strike +10 [Power Stunt
Dual Damage; Source: Training; Cost 2 pp,
Taral 22 pp].

Equipment: Banderillas (spears) [Fffect;
MNeutralize +5; Extres: Mullification {no concen-
tration), Weapon, Flaws: Device, Limited {one
source—mutation), Uses =2 (4 spears); Source:

Super-Science; Cost 1 pp; Tetal 5 pp): Jade Mail
af the Green Knight [Effecc Armor +10: Extras:
Amazing Save (Fortitude, Reflex, Will); Power
Stunts: Immunity (critical hits, fire); Flaws:
Device, Limited [Amazing Save effective anly
against Mystical sources), Source: Mystical: Cost:
3 pp; Total: 32 ppl; muleta (scarf] [Effect
Weapaon +10; Extras. Flight, Telekinesis; Power
Stunts: Dual Damage, Extra Attack (Snare),
Reach =6 (30 fr)* Fow Device; Sourcer —
Cost: 3 pp; Total: 38 pp),

Weakness: Disabled (frail)*. Mare than 25
years of combat and hard living have taken a
tall on Toreadar's health, He is beginning to feel
his age. Despite his combat prowess, he is lazy
and averse to dirtying his hands, He smokes two
packs of cigarettes a day, and drinks himself to
sleep (only on the finest potables, of course), As
a result, he suffers a -5 penalty on attempts to
stave off disease and to skill checks that require
endurance over time (running, swimming, hold-
ing his breath).

Quirk (braggart}*. A winning streak as long as
Toreador's js bound to lead 1o some compla-
cency. |t's guestionable whether Toreador has
ever been truly challenged in any capacity. This
arrogance has praven to be his Achilles hesl, He
often continues to brag and idly chat with
waounded foes rather than deliver the coup de
grace. In addition to foolishly revealing his plans
10 a captive audience, he practically ignores the
actions of non-combatants and minions.

CAPERS

A Night at the Bum Fights: Much to
Toreador's distress, |lluminated sages have
recently praphesied that a “lowly wretch” will
usurp Toreador as the Lord of Assault. The
assassin now combs the world's most danger-
ous back-alleys and bloodsport venues in the
hape of stemming the prophesy,

Although he finds the practice utterly con-
temptible, cryptic clues have lead him fo
regularly frequent local “bum fights," exploita-
tive contests in which the homeless are goaded
inta melee with the promise of liquor. Toreador
has sat through weeks of barbarism, and his
patience has wom thin, Only his grand sense of
self-preservation suppresses his meager-but:
inflamed sense of decency,

While the PCs are away on a mission in
auter space or another state, a group of street
people somehow infilirate the heroes' head-
guarters {or & nearby warehouse if that's too
unlikely), eager to set the place up as a bum-
fighting venue. The heroes armive at hame just
in time to be drawn into the grand melee.
Toreador worries that one of the PCs might
gualify for the prophecy, especially if a charac-
ter disguises himself as a bum to investigate
the scene. In any event, the Toreador is tired of
watching winos do battle, and is ready for a
more sophisticated melee,
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BACKGROUND
Throughout the 1960s, the world saw the emer-
gence of a new kind of superhere, one more
interested in getting his kicks from wearing a
gansh costume than from punishing evildoers,
Bold costumes, outlandish behavior, and a bewy
of strange opponents were the rule of the day
Into this wonderland of larger-than-life hera ver-
sis willain society came Mo-Man, Capable of
altering his appearance with but a thought, No-
Man used his abilities to commit a streak of
crimes based on impersonating the rich and
famous, making off with millions in cash, jewels,
and other gaods and in the process destroying
the lives and livelihood of many of his victims.,

MNearly impossible to catch, Mo-Man grew
bolder by the hour, eventually imitating super-
herces, their allies, and their loved ones in
bizarrely convoluted schemes that seemed to
accomplish nothing mere than ruining the repu-
tations of these heroes, most of whom wers
already distrusted by the govemment and the
media, It seemed as though No-Man would sin-
gie-handedly take down even the higgest
players of the era.

Until Jack the Lad stepped in, that is. San of
19405 British here Daylighter, the mad mod
clashed frequently with his nemesis MNo-Man.
Somehow always able to clear his name, lack
the Lad made it his pricrity to put a stop to the
antics of his shape-shifting foe. No-Man mas-
gueraded as Brtish celebrity hero Night Lane for
several months, making televised appearances
to denounce the role of superheroes in modem
society. Jack the Lad, with investigative help
from Scotland Yard's best detectives, unmasked
Mo-Man on five television, and soundly beat him
into submission,

MNo-Man escaped from his cell that night,
but the damage had been done. It was all the
fault of the superherces. Without them, Mo-
Man reasoned, the world would be his. No
more penny ante thievery, he swore. Instead,
he would steal the world from under the noses
af ils leaders and create a unified government,
devoid of meddling superheroes,

Mo-Man renamed himself Unifier, and with
the help of the proceeds from his previous
crimes he gathered together investors, politi-
cians, corporate vice presidents, psychologists,
scientists, and stockbrokers. Under Unifier's
careful eye, these men and women began to
manipulate world events, slowly at first. Soon,
however, the gquasi-corporale governmental
body known as Unitrol made its mark upon the




world scene, Taking over a small West African
nation in the late 1960s, Unitrol announced its
aims to the rest of the warld, The United
Mations were a sham, they claimed. Unitrol, on
the other hand, would provide military forces,
new businesses, and a better standard of living
to any country that would join them.

They did not, however, announce their plans
t remove these countries’ current ruling bodies,
replacing them with Unitrol boardmembers. Nor
did they mention what is perhaps the most
insidious part of the plan—the wholesale slaugh-
ter of all parahumans in the country

Announcements relayed to the citizens spoke
of the disappearance of their local heroes, hav-
ing bravely given their lives fighting for the
revolution for fighting for the government,
depending upon who the Unitrol Mediators
were speaking to), In other cases, the heroes
simply disappeared in an Orwellian fashion.
Villains who plagued these third-world coun-
tries wound up jailed or executed, presented as
evidence that Unitrol was cleaning up the
streets in every way,

Unitrol is able to execute their plans with such
ease thanks to Unifier's ability to adopt the
exact appearance of any human being, mimick-
mg speech pattems, gestures, and even
fingerprints. It's easy to take over a country from
the inside, and that is exactly what Unifier does.
Working through his covert operatives, insur-
gents, rabble-rousers and feeding munitions and
supplies to both sides of a country already made
unstable by civil war, Unitrol then offers its sen
ices as a peacekeeping governmental body, With
Unifier making appearances as the country's
feaders, the right palms are greased and Unitrol
moves in. In this way Unitrol now holds land in
dozens of countries, with dozens of others
poised on the brink of acquiescence.

In the late 1970s, Unifier acquired a nuclear
submarine, which he transformed into a mohile
embassy. Some postulate that he brokered a
deal with a Soviet crimelord, Others say Unifier
merely walked into the pens at Gdansk and
sailed away with the ship. Whatever the case,
the sub, now named Unity One, operates
throughout the world to this day, shuttling
Lnifier and his closest minions from country to
country, fomenting revolt and unrest.

Unifier also manages to make appearances in
the UN, the U5 Congress, the Council on
Foreign Relations, the Trilateral Commission,
the Bilderberg Group, and intermational busi-
ness mestings, putting in a good word here, or
vetoing a bill there. Those who he temporarily
replaces are disgged and  brainwashed,
retumed to their lives only after Unifier has
achieved his goals.

USING UNIFIER

As a political figure, Unifier manipulates the
world lke a puppet from behind a thick veil of
secrecy. To the outside world, Unitrol appears as
an alternate United Nations, benign at best, and
merely an irtation at worst. PCs who work for
the government of their country may find them-
selves suddenly ordered on strange missions,
with oddly suspicious objectives, only to find out

after many months that Unifier is manipulating
them for his own purposes. This works best in
long-term campaigns, with the Gamemaster
subtly dropping clues over many sessions that
something just isn't nght with the team's liaison
to the White House. The campaign should end
with a climactic fight, as Unifier is revealed, and
Unitrol's forces come in to shut the heroes down
far knowing too much.

For shorter-term adventures, the heroes may
be targeted for execution as Unitrol moves in to
take over a country. Perhaps they are on vaca-
fion, or merely ger caught ug fm & sitvation they
did nothing to create. After fighting their way
through Unitrol's  Parahuman  Suppression
Teams and covert operatives, they discover the
true brain behind the hostile takeover, freeing
dozens of parahumans along the way.

Investigative heroes may uncover a cell of ter-
rorists, working to unbalance their country's
government. Lipon tracing the organization's
roots, they discover that one central cell is pro-
viding troops, supplies, and equipment to both
sides. Before they can uncover the true core of
the organization, a trusted friend shows up to
throw them off the path. Unbeknownst to the
PCs, it is Unifier in disquise. Perhaps deeper
investigation tums up this mutable foe for a
final fight

TACTICS

Working behind the scenes of Unitrol doesn't
mean that Unifier cannot handle himself in a
fight. To the contrary, his years of experience as
MNo-Man and the added benefit of Unitrol's
advanced proprietary technology makes Unifier
a deadly foe in combat He is nearly always
accompanied by bodyguards and Unitrol troops
{p. 30}, all fiercely loyal and willing to give their
lives for their mysterious master.

In addition to his Shapeshifting power, which
he uses to disorient, confuse, and perplex oppo-
nents, Unifier carmes several devices at all times.
On his belt is small but powerful Maser Screen
projector,  Using  amplified  electromagnetic
waves to stimulate light particles, the Maser
Screen casts a visible field, surrounding Unifier
and protecting him from melee and ranged
attacks. Anyone who comes into contact with
the Maser Screen (either with a hand-held
weapon or an unarmed attack) must make a
Damage save against the screen's damage
bonus of +10L During combat, Unifier leaves
the screen up at all times. By simply adjusting
the controls, Unifier can reconfigure the Maser
Screen to bend light around his body, rendenng
him invisible, Because the screen's Energy Field
appears as flat panes of translucent color when
active, Unifier deactivates that function when
appearing invisible.

Unifier also carries a prototype Mullification
Beam Pistol. Based on the designs of Unitrol's
top weapons engineers, the pistol is a scaled-
down version of the Nullification Cannon
Unitrol's PHST teams carry in the field. The pis-
tol is capable of neutralizing an opponent’s
powers for a moment, allowing Unifier the
chance to deliver the crucial coup de grace. The
pistol can also be set to Stun, which Unifier uses

ta ensure his chances of hitting with the
Neutralize setting.

CAME STATISTICS

Unifier: PL 15; Init +2 {Dex); Defense 14 (+2
base, +2 Dex); Spd 30 fi; Atk +10 melee (25,
unarmed), +10 ranged (DC 20 Will save
Meutralize); 5 Dmg +3, Fort +3, Ref +2, Will +4;
Str 14, Dex 14, Con 16, Int 16, Wis 16, Cha 20.

Skills: Bluff +15, Diplomacy +23, Disguise +39,
Language =5 (GM's choice), Sense Motive +12.

Feats: Diplomatic Immunity ™, Leadersiip

Powers: Shapeshift +10 [Extros: Continuous,
Exact; Faw: Umited (humans only); Source:
Mutation; Cost: 3 pp; Total: 30 pp], Super-Skill
(Disguise) +9 [Source: Mutation; Cost: | pp;
Total: 9 pp).

Devices: Maser Screen [Effect: Energy Field
(light) +10; Extras; Immunity [{energy—light),
Invisibility; Flaw: Device; Cost 3 pp; Tolal: 30
ppl.  Mullification Beam  Pistol [Effect:
MNeutralize +10L; Extra; Stun; Flows: Device,
Limited {does not affect mystical powers); Cost:
2 pp; Total: 20 ppl.

CAPERS

Welcome to the New World Order: While
visiting a small third world country, perhaps
on a publicity jaunt or merely for a vacation,
the PCs are caught up in a hostile Unitrol
takeover, As rebels and insurgents are put
down with ease by Unitrol soldiers, the heroes
are asked to stay at the American embassy
and not make things more difficult. While at
the embassy, the heroes catch word about
local parahumans being attacked by Unitrol's
special forces, who wield weapons which deac-
tivate superhuman powers, Rumor has it that
| surviving parahumans have been taken away

for some dark purpose.

The country is being locked down in a state
| of martial law, with Unitrel Mediators
patrolling the streets. Parahumans who demon-
strate their powers in the open will be
immediately attacked by PHST teams, cap-
tured, and taken to containment cells aboard
Unity One, comveniently floating offshore. If
the heroes are careful (and mare than a bit
sneaky) they may be able to make their way
aboard the sub, fight their way through the
hardened crew, and confront the Unifier, wha is
in the process of testing dangerously unstable
nullification technology on the parahumans he
has already captured.

For added fun, bring in Wasphawk (p. 110}
and his sky pirates (p. 27) to head the heroes
off at the pass.
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UNITROL

Concept: Crypto-Terrarist Intercessionists
Area of Operation: Global

One of the great concems facing the United
Nations today is the existence of Unitrol,
Formed in the late 19605, the arganization
consists of a mysterious group of investors,
politicians, corporate vice presidents, psychol-
ogists, scientists, and stockbrokers. Through
shrewd manipulation of the world markets
and subtle political maneuvering, this group
“acquired” the small African nation of Zanika
in 1968, renaming it Unitra, From their new
homeland, Unitrol launched a campaign of
widespread and effective crypto-terrorism.
Fomenting unrest in already unstable coun-
tries, Unitrol then offers its guidance and
military forces to quell the turmoil. Once the
insurgents have been put down and publicly
pilloried, Unitrol manipulates the local gov:
ernment into turning over their lands and
holdings, becoming another holding in the
Unitral portfolio. Along the way, Unitrol nids
this new resource of its parahumans.
However, without Unifier, none of this could
have been accomplished. Able to mimic the
appearance of anyone he chooses, he insinuated
himself into the govemment of the African
country of Zanika, masguerading as their king
(who had been assassinated by Unitrol opera-
tives). Upon granting control of the country to
Unitrol, "King Mabili" conveniently disappeared

fram the public's eye. Since congquering Zanika,
Unifier remains behing the scenes, even within
the inner conclaves that cichestra Unitrol's far-
reaching global plans. Some members of Unitrol
even doubt the existence of a central leader, cit-
ing the fact that Unitrol's Council of Equals is
called upon when the organization needs to
present a public face, Despite his lack of direct
interaction with those who issue Uinitrol's orders,
Unifier exerts an undeniable chokehold over
even the smallest operations carried out by the
organization.

Unitrol began with monetary resources that
rivaled the GNP of some small countries, and
now controls vast ameunts of liguid assets, cor
porate heldings, marketing firms, security forces,
and strategic land resources. Many of Unitrol's
employees do not know who they ultimately
work for, as the holding companies are set up in
labyrinthine structures that would drive even
Enron’s bookkeepers insane. Each country that
Unitrol adds to its portfolic brings with it vast
natural resources, which the organization is
happy to scrape dry,

Through these double-blind companies and
research labs, Unitrol developed the technology
Unifier sees as most important to the success of
Unitrol's global plans—the MNullification Beam.
Labs all over the world build parts for the can-
nons carried by Unitrol's Parahuman Suppression
Teams (PHST). When used against parahumans,
the beams fired from these cannons cause pain

akin ta the searing of cne's skin, and immediately
suppress all the parahuman's powers, Once
deprived of their abilities, the parahumans are
easy targets for Unitrol’s executioners,

To the outside world, Unitrol presents the
face of concerned politicians and corporate
leaders, dedicated to the advancement of
humanity, the end of war, and peace for every
common man. Unitrol's stance on parahumans
isn't public knowledge, but the organization
does make it known that those who attempt to
upset the new governments Unitrol installs will
be dealt with in the harshest possible terms, cit-
ing the need for long-term stability and not
shart-term salutians,

In the Linited States, Linitrol is opening new
Education Centers, where members of the pub-
lic can come in, talk with representatives, make
donations toward bettering the lives of the resi-
dents of third-world countries, and even apply
for Unitrol citizenship. The centers have
attracted guite a bit of media attention, and
even the endorsements of several human rights
groups. Unitral hopes to complete its takeover
of Amnesty International, Greenpeace, and the
Peace Corps within the next year, shutting
down three of its major detractors.

Statistics for Unitrol operatives appear on
page 30
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During the fall of the lron Curtain, Unitrol
acquired a mobile base of operations, the sub-
marine known as Umity One. Some suspect the
deal was brokered with the Eastern Bloc dictatar,
Czar; others suppose that Unifier himself merely
waltzed into the submarine pens of Gdansk and
wailed out with the noclear powered terror
Whatever the case, Unity One has been through
a series of retrofittings, upgrading its weapon
systems, communication and sensor arrays, travel
range, and lessening its requirements for a crew
In addition to the standard complement of sonar
arrays, torpedo tubes, and quarters, Unity One
has been upgraded to function as an embassy of
sorts, allowing Unifier a place to meet with local
Unitrol COOs and other high-ranking bureau-
mats from throughout the world,

Control Room: From the Control Room, all
Linity One’s orders are issued, to be camed out by
crewmen throughout the submanne. This room
contains a dense conglomeration of computers,
security measures, read-outs and broadcast
equipment, as well as access to the sub's
periscope and other visual recorders. Cameras
maunted throughout Uity One are accessible in
the Control Room, allowing the sub's commander
o view every part of his charge.

Crew Quarters: Many of Unity One’s systems
have been streamlined and modemized with the
|atest technology, bringing the necessity of a
oew down to the barest minimums. With the
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need for fewer crew members, Limity One is
afforded more [uxurious accommodations for it's
hard-working seamen, if any accommaodations on
a submarine can truly be called luxurious.
Mullification Chambers: Using a technol-
agy derved from the Nullification cannon
program, Liniy Ome is outfitted with fifteen
chambers. Each is designed to hold a single
parahiuman, bombarding him with Nullification
beams. This torturous confinement is resepved
anly for those subjects Unifier wishes to deal
with personally. After hours or days of agonizing
confinement, most parshumans will do or say
anything to be set free. Below the chambers lies
the machinery responsible for projecting the
beams to each prisoner. Disabling this would
immediately shut off the chamber's power sup-
ply. but would also trigger a multitude of security
measures and alerts, forcing the entire sub crew
into immediate lockdown until the perpetrators
are caught By shunting power from the sub’s
nuclear reactor, the Nullification machinery can
be up and running in less than 5 minutes
Torpedo Tubes: Unity One is fitted with a
variety of munitions that can be fired from it's
torpedo  launchers, Corventional —explosives,
magnetic chain mines, electronic countermea-
sures, radar decoys, electromagnetic pulse
bombs, and even liny escape subs can all be
fired from these rooms both fore and aft
Unifier's Personal Quarters: While aboard
Linity One, Unifier enjoys the posh appoint

ments of his personal roams. Fully outfitted with
soundproof walls, security measures, and doars
keyed to Unifier's unigue DMA, these rooms are
impregnable once locked down. A bank of moni-
tors allows Uinifier to view the entire submarnne
thraugh its system of cameras. This room also
serves as both a briefing area and meeting room
in occasions when the War Room 15 not secure
enough, In the case of a catastrophic emer-
gency, the conning tower separates from the
body of the submarine, taking Unifier's personal
quarters with it

War Room: It i= from this room that Unitrol's
military actions are controlled and executed
Equipped with state-of-the-art communications
technology, the War Room allows Unitrol gener-
als to observe their troops in the field and
deliver orders to them with the precision of real-
time broadcasting. Additionally, dozens of
media outlets and news feeds can be monitored
from this room, and a direct line to Linitra
means that the submarine is always in contact
with the outside world
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BACKGROUND

Muost dimensional travelers consider the brutal fac-
tory world of Aphex-2 one of the least hospitable
of the Known Planets. Aphex-2's entire surface
area is only twice that of Manhattan Island, but
the woirld’s Industial Revolutionera factories
make it smell several times warse. The filthy, acnid
foundries belch hideous fumes and spraw! over an
and tar-plane, with no open pastoral spaces to
ease the spirit. The quasi-artificial planet's numer
ous nested spheres periodically shift and grind
under a chorus of earsplitting klaxons. A caste of
imperious  primarchs  imposes their depraved
whims on a wvast, downtrodden population of
slaves, thieves, mercenaries, and traders. Gang
warfare, forced labor, and gladiatenal contests ane
realities of daily life. Folktales of forgotten, mystic
arts, locked away in vaults beneath the squalid
surface, provide the masses with their only hope of
escape. These legends speak of a trickster hero
wandering the skies of a vast multiverse, sampling
its richies and plenty.

The young erphan Qual Velora often day
dreamed about this hero while eking out a
meager existence on the surface of Aphex-2. The
boy's quick wits and exceptional athleticism
allowed him to escape his labor camp and sur-
vive on the run as a sneak thief, Beneath the
stained, strangely smooth and featureless land-
scape of the planet's Rupture Flane, Qual Velora
fled for his life through the Rusted Labyrinth
after a particularly disastrous attempted theft
With the Wild Bays, vicious henchmen of Grid
Primarch Yellow 54, nipping at his heels, Velora
stumbled vpon one of the hidden monasteries
mentioned in Aphexan falklare.

The fiendishly trapped arcane facility had
been abandoned for centuries, but was in pris-
tine candition, and proved quite comfortable,
Velora, astounded by his luck, moved in and
used the monastery as a base of operations for
his increasingly brazen banditry. He was
delighted by what he found after a few months
in residence. The monastery's texts revealed
secrets of planeshifting wizardry. Once he dis-
covered the Aphex Key, a powerful, sentient
relic, his attention focused on the mastery of
Oturan Trip Magic, 2 long-lost Aphexan mystical
art. A life of luxury and adventure was now
within reach, After his first dimensional jump, a
random jaunt to the idyllic, permissive word of
Ihett larat, a giddy Velora assumed the mantle
of the Aphexan trickster-here and began refer-
ring ta himself only as the Vagabone.




Vagabond prefers the consensual reality of
Earth to all other dimensions, although he
always retreats back to his squatter's paradise in
the Rusted Labynnth after each wisit. Although
his monastery home lacks many of the conven-
tions of a twenty-first ceptury residence,
Vagabond has filled the place with fantastic
trinkets and amusements from dozens of worlds

USING VAGABOND

Though generally affable and loath to harm
innocents, Vagabond isn't averse to mixing it up
with those who get in his way. His years in labor
camps and on the run have desensitized him to
violence and strife to a degree that even he isn't
guite aware. He can easily rationalize away any
mayhem that his actions spark. At his corg,
Vagabond is selfish, petty, and something of a
coward. He surmounds himself with luxury to dull
the pain of his brutal past. His greatest fear is
being forced back to his old slave cell. His flip-
pant banter belies an almost primal sunvival
instinct, Thouah he fancies himself a hero of the
masses, and would never stoop to menacing
hostages, he won't hesitate to create a
calamity—such as pulling down a building—to
cover a desperate escape,

Monetheless, he is affable enough to strike up
a friendship with a hero with bravado and a
sense of humor In this capacity, Vagabond
makes a compelling recurring character who can
apen the door to transdimensional adventures
without radically changing the campaign by
allowing PCs to hop dimensions under their own
power. As a nemesis, the challenge for the
heroes is in catching him, not pounding him to a
pulp. The costumed parahumans of earth often
resemble heroes from Aphexan mythology, and
Vagabend, in spite of himself, reqards them with
child-like wonder,

TACTICS

The Aphex Key is a far more dangerous combat-
ant than its owner Vagabond focuses his
attention first on securing his booty, and then
on chatting up heraes ta learn mare about their
world. The Key pins down the most menacing
threats, while Vagabond taunts and jukes
through the melee, having a grand time, He
generally does not fight The tone of the
encounter can change instantly, however, if
VMagabond is injured (particularly with lethal
hits). Then, playtime is over. Vagaband and the
Key, who stay in constant telepathic contact,
make a bee-line for each other and attempt to
gate back to Velora's lair on Aphex-2.

If & team is excessively boorish or violent,
Vagabond holds a grudge and goes out of his
way to vex the heroes. This shouldn't be directly
harmful, but could seriously interfere with the
heroes' primary mission.

If Wagabond decides the heroes really need to
be taught a lesson, he is capable of gating them
against their will to the Rusted Labyrinth, where
they will certainly have their hands full. The
Aphex Key is utterly |oyal to Velora, and tele-
ports him home if he is knocked out If
Vagabond loses the Key, he is capable of return-

ing home with his Sorcery, but will not do so
without his most cherished passession, He is so
attached to the relic that he accepts any assis-
tance in getting it back, whether provided by
the heroes or other villains.

Vagabond is rather nervous about mucking
around in the timestream, and hesitates using
the Key to Time Travel.

GCAME STATISTICS
Vagabond: PL 11; Init +8; Defense 24 Spd 30
ft; Atk +12 melee (+05, unarmed), +12 ranged;
SV Dma +6, Fart +2, Ref +6, Will +2; Str 10, Dex
18, Con 14, Int 16, Wis 10, Cha 14,

Skills: Acrobatics +11, Balance +7, Escape
Artist +9, Hide +3, Knowledge {dimensions) +8,
Open Lock +9, Slight of Hand +7, Sundval +2,
Taunt +7.

Feats: Attack Finesse, Dodge, Evasion,
Improved Initiative, lron Will, Lightning Reflexes,
Slippery Eel*, Sidekick (Loyalty 13, Aphex Key),
Toughness.,

Powers: Sorcery +10 [Fffects: Comprehend,
Create Object, Flight, Force Field, Obscure, Snare;
Flaws; Excluded Group (Control), Restricted
(Material Ward—superscience); Source: Mystical,
Cost 5 pp, Total: 50 pp).

The Aphex Key (construct): FL 9; Size Tiny;
Init +10 [Dex}; Defense 30 [+8 base, +10 Dex,
+2 size); Hardness 20; Fly 30 ft; Atk +21 ranged
{(+75/35-ft radius, Energy Blast—sonic); SV
Dmg +20, Fort —, Reflex +10 (Dax), Will +2; Str
1, Dex 20, Con —, Int 9, Wis 16, Cha 2.

Skills: Listen +7, Spot +7,

Feats: Attack Focus (Energy Blast), Blind
Fighting, Blindsight, immunity (aging, cold, criti-
cal hits, disease, exhaustion, heat, paison,
pressure, starvation, suffocation),

Powers: Dimension Travel +7 [Extra; Portal;
Source: Mystical, Cost: 3 pp; Total: 21 pp),
Energy Blast (sonic) +7 [Extras: Deflact,
Explosive Blast (35-ft. radius); Source: Mystical;
Cost: 4 pp; Total: 28 ppl, Flight +6 [Source:
Mystical; Cost: 2 pp; Total: 12 pp], Telepathy +1
[Flaw: Limited (communication anly); Source;
Psionic; Cost: 1 pp; Total: 1 ppl, Time Travel +3
|Extror: Portal; Source: Mystical; Cast: 3 pp; Total:
9 ppl.

Weakness: Animate Chject. As a 1-ft-diame-
ter hoop of unknown metal, the Apex Key is
severely limited as an NPC. Excluding its ability
ta float in the air, it is completely inanimate and
unable to manipulate its sumoundings, Unless
circumstances are incredibly dire, it will not use
its Telepathy to communicate with anyone other
than Vagabond, Ohservers have no reason to sus-
pect. its sentience, When forced to interact with
humans, it suffers both the Naive and Disturbing
weaknesses. The relationship between Yagabond
and the powerful relic is akin to that of a master
and his dog

CAPERS

Timmy in the Well. The authorities call in
the heroes to deal with an unusual threat. The
Aphex Key is spinning franticly in the middle
of a busy downtown intersection, firng off
random shots of its potent Energy Blast
Surprisingly, it seems to settle down when the
heroes approach. After some strained diplo:
macy, the heroes discover that Vagabond has
finally been tracked down and taken prisoner
by the Primarch’s Wildboys. The Key has been
dispatched to bring help. If they allow them-
selves to be gated to Aphex-2, the herces
should find it inhospitable in the extreme.
Even the mooks of Aphex-2 should give them
& run for their money. I captured, heroes will
be relegated to the fighting pits unless the
Grid Primarch can think of a menial use for
them. Should they ultimately succeed in the
rescle, Wagabond is forever grateful, and
makes a valuable transdimensianal ally,

Go!..Set...Ready. To settle a drunken argu-
ment, Remlok the Rover (Mutonts &
Masterminds, page 177) and Vagabond have
set out to prove which thief has the bigger
cajores, Over the course of a week, each tries
to outdo the other and bring in the mast out-
landish artifact. Remlok has set the
boundaries as “the past” to help Vagabond
acclimate to Time Travel This could provide
the unigue opportunity to “re-run” a classic
battle from the players' past, but this time
inserting Vagabond as an annoving distrac-
tion, possibly grabbing a hera's weapon and
sliding away at a critical moment,

Shauld the characters be unable to travel
the timestream under their own power, META-4
could easily detect rpples in the timeline
caused hy these shenanigans and sponsor the
heroes' excursion, Any number of exofic arti-
facts could be swiped in the contest—the more
ostentatious the better, Neither villain is out to
corript the present, and may curtail their con-
test if made aware of grave consequences,
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Cameron Clay truly made something of himself
surviving a harsh youth in the impoverished
inner city and eprolling at a young age in the
Air Force, His charisma, discipline, and natural
skill in the cockpit served him well in the mili
tary, and he rapidly rose through the ranks.
After hersic service supporting META-4 in
repelling an secret incursion by rogue alien
skaviak [p. 21), he was promoted to a new high-
profile squadren of interceptors that utilized
captured skoviak technalogy.

Like the Blue Angels, the Raptors toured the
cauntry, performing in air shows to hype a belea-
guered LS. military. In addition to performing in
these sky circuses, the Raptors frequently pro-
vided covert air support to the Front and other
American superhero teams. The schedule was
grueling, and Clay, like many of his sguadmates,
siccumbed to sanctioned amphetamines known
as "go-pills.” To compound his stress and fuel a
growing parancia, Clay comectly suspected one
of his wingmen of having an affair with his wife.
Little did he suspect that the deck had been
stacked against him

The villainous "alternative United Nations®
Unitral coveted the captured skoviak technol-
ogy, and planned to compromise a vulnerable
Raptor pilot to advance this agenda
Intelligence agents fomented Clay's addiction
and marital problems, all in an effort to drive
him toward a mistake that would place the
Raptars’ technolagy in the hands of Unitral,

Clay's military discipline allowed him to mask
his emotienal problems, and he slipped through
the Raptors' regular psych evaluations. With
characteristic duplicity, Unitrol agents enhanced
his go-pill cocktail and doctored his psyeh
records to keep him flying the most stressful of
sorties. By the time his peers suspected a prab-
lem, Clay was poised to take drastic action. In a
seasanal air show over Seattle, Washington, he
deliberately collided with his rival wingman, In a
ball of fire, both SKA-X3 Interceptors plunged
into the icy waters of Puget Sound.

Hidden benezth the surface of the inky water,
the simister forces of Unitrol lurked like a giant
octopus. A stealth salvage submarine recovered
Clay's battle Interceptor, which contained price-
less  technological secrets  despite  extensive
damage. An alien jet 15 nothing witheut a trained
pilot, however, so Unitrol took steps to o save
Cameron Clay from his watery grave, managing
to recover the ace's badly damaged body, sal-
vaging ocnly his head and torso, Unitrel doctors



spared no expense rebuilding Clay with state-of-
the-art lightweight composite materials,

During his painful recovery, Clay met with
Unifier (p. 104}, Unitrol’s shadowy mastermind.
Unifier offered Clay the chance to fly again in
exchange for the pilot's support. Instead of sep-
ing unseen military masters, however, he would
now fiy as the scourge of the skies, commanding
Unitral's massive covert air force,

Unitrof labs cannibalized the recovered skoviak
technology to oeate Clay's prototype combat
flightsuit as part of Project: Wasphawk. While Clay
had trouble walking with his composite body, he
took to the air with instant mastery, Since his
restoration, Unitrol scientists have failed to repli-
cate such a seamless bond of pilot and suit, and
further experiments with the "bio-bonding” skoviak
technology have resulted in twisted halfFhumans,

Wasphawk and Unitrol operate largely inde-
pendent of each other, Clay and his sky pirate
minions are free to plunder the skies and seas,
paying only nominal tribute to Unifier. Unitrol, in
turn, has equipped Wasphawk with state-of-the-
art weapons and equipment in the form of the
Hivewing, a fiying battle fortress. In return, the
sky pirates often act as muscle in Unitrol's global
protection racket. Additionally, Wasphawk and
his pirates recenve warm receptions in any Unitrol
natiocn on the rare occasion in which the
Hivewing sets down for supplies or repairs.

USING WASPHAWK

Cameron Clay runs a tight ship. A series of misfor-
tunes has corupted him and made him cynical,
but he s good to his crew, and sn't out to hurt
innocent people. His raids frequently target ship-
ping fanes, where he spreads chaos at Unitrol's
discretion. Occasionally he takes on high-paying
assassinations, and strikes when his prey is vulner-
able in a jetliner In such cases, he or his crew
boards with such tactical precision that the plane
is capable of landing safely. Wasphawk has little
interest in skyjacking for the sake of terrorism, and
finds such acts despicable. Unitral has also utilized
the Hivewing as an advanced diversionary force,
intercepting heroes or military operatives investi-
gating sensitive Unitrol operations.

Wasphawk is generally taciturn and focused.
Because of difficulty adapting to his artificial
legs, he rarely sets down, even if it requires float-
ing an inch or two above the ground. His
Combat Exo-Frame allows him to stand and
walk slowly, however, to mask any suspicion of
his condition. Should this ablative armor be
destroyed, he is utterly unable to walk. At rest in
his opulent zero-gravity personal guarters,
Wasphawk constantly studies aeronautical jour-
nals and monitors world military affairs.

Cameron Clay is a proud man who has yet to
fully accept his cybermetic nature or his contin-
ved addiction to amphetamines. He keeps both
secret from his crew. Despite his discipline, he
would Lkely surrender if denied the ability to fly,
hoping for his connections to bail him out.

TACTICS

Wasphawk is a master of the blitzkrieg. He max-
imizes use of his long-range missiles to soften

up a strong opponent before strafing the target
using the Move-By Attack feat Af close range,
Wasphawk easily outmaneuvers other flyers in
his "Harrier Mode." He tops out at Mach 4 in his
"Cruising Mode,” though this requires him to
focus on a sophisticated in-helmet HUD. In
hijacking operations, Wasphawk relies on his sky
pirates, each heavily armed and riding a small
personal sky-cycle, to do the grunt work. He cir-
cles at a distance, wary of incoming threats and
coordinating the raid. If attacked, Wasphawk
attempts to cover his crew’s escape, leading ene-
mies in the opposite direction. His Pilot skill
grants him a +2 synergy bonus on
Concentration checks while flying in Cruising
Mode. When Wasphawk activates Cruising
Mode from Harrier Mode, the wing assembly on
his” back unfolds, revealing crackling energy
shaped into rough wings. This energy extends
behind him in a brightly lit cantrail.

To get the most out of Wasphawk, it's recom-
mended that the Camemaster use the optional
Flight Maneuverability rules (Mutonts ond
Masterminds, p. 71). The stat block below uti-
lizes the Fight Maneuverability Rules. If you
prefer to run the simpler Flight nules, give
Wasphawk Flight +7 [Extra: Super-Flight, Flaws:
Device, Wings; Source: Super-Science; Cost 1 pp;
Total: 7 pp] and Super-Dexterty +7 [Flow:
Limited (no Dextenty check bonus, no Reflex
save bonus) Sowrce: Super-Science; Cost 2 pp;
Totall 14 pp] instead of his SKA-pX | Wasphawk
Aerial Combat Suite.

GAME STATISTICS
Wasphawlk: FL 11; Init +5 (Dex}); Defense 28
(+12 base, +5 Dex, +1 Dodge}; Spd 15 ft, fly 35
ft; Atk +13 melee (+6L, unarmed), +17 ranged
(+857L, Energy Blast—vibration) or (+101, 50-ft.
radius blast, Energy Blast—kinetic); SV Dmg +5
(Protection +5), Fort +2, Ref +5, Will +2; 5tr 13,
Dex 20, Con 14, Int 12, Wis 14, Cha 14

Skills: Concentration +7, Pilot +15, Profession
(aviator) +7.

Feats: Combat Pilot*, Dodge, Evasion,
Headquarters (see below), Infamy, Minions
{Loyalty 22), Move-By Attack, Point Blank Shot,
Radio Broadcast, Radio Hearing, Rapid Shot

Equipment: Wasphawk's battlesuit grants
him the fallowing powers:

Buzz Blaster [Effect: Energy Blast (vibration)
+8; Power Stunt: Dual Damage; Fow: Device;
Source: Super-Science; Cost 1 pp; Total 9 pp].

Combat Exo-Frame [Effect Armor +5; Extra:
Strike; Power Stunt: Mitigates Disability; Flows:
Ablative, Device; Souwrce: Super-Science; Cost: |
pp; Total: 6 pp).

SKA-pX] Wasphawk Aerial Combat Suite:
Harrier Mode [Effect: Flight +7; Extros: Increased
Maneuverability (perfect), Flaws: Device,
Restricted (wings); Source: Super-Science; Cost 3
pp; Total: 21 pp| or Cruising Mode [Effect: Flight
+7; Extros: Increased Maneuverability (good),

Vehicle Type Size
Air Vehicle

MHivewing  Gargantuan 9

g

Super-Flight; Power Stunts: Immunity (cold, crit-
cal hits, electricity, fire, pressure, sonic,
suffocation); Flaws: Device, Duration (concentra-
tion), Restricted (wings);, Source Super-Science;
Cost: 2 pp; Total: 21 pp].

Spiderflash Missiles [Effect: Snare +10; Extra:
Area (50-ft. radius); Power Stunt: Far Shot (150-
ft. range) Flaws; Device, Uses (x8) Source:
Super-Science; Cost 1 pp; Total: 11 pp).

Sting Burst Missiles |Effect Energy Blast
(kinetic) +10; Extro; Explosive Blast (S0-fL
radius); Power Stunt Far Shot (150-ft. range);
Flaws; Device, Lises (xB): Source: Super-Science;
Cost 1 pp; Total: 11 pp],

Headquarters/Vehicle: The Hivewing. The
Hivewing is an enommous air fortress designed
by Unitrol weaponsmiths. This three-story flying-
wing can accommodate more than 40 troops,
although it requires only a skeletal crew to stay
alaft and defend itself, In addition to providing
air support over its astounding flight range, the
Hivewing is equipped with a lamprey-like board-
ing tool that allows for in-flight hijackings.
Generally, Wasphawk splits the crew between
his persanal operations officers and sky pirates
{p. 27) kitted out with small, armed riding jets.
The flight bay holds 9 of these “drones,” and can
scramble them in-flight. Landing them in the
small bay is a hamowing maneuver at best (DC
20 Filot check). Though he abhors mass-transit
jobs, Wasphawk will, at Unifier's request, occa-
sionally muster Unitrol commandos.

Hegdguorters  Features:  Communications,
computer, concealment (cloud generator),
defense system, hangar, holding cells, infirmary,
living space, power system, reinforced structure,
staff (see below for vehicle stats),

Weaknesses: Disabled (addiction—ampheta-
mines), Clay eventually succumbed to the
inhuman schedule his duty as a Raptor heaped
an his shoulders. Military doctors provided him
with go-pills to help keep him alert on his numer-
aus missions. Unfortunately, as the demands on
him increased, Clay found he could no longer
function as effectively without the pills. Unitrol
now keeps him well supplied, and Wasphawk
believes the stronger-grade drugs provide him
with a necessary edge. Unifier tolerates his air
marshal's weakness, as it keeps him focused and
on a short leash. Wasphawk rarely sleeps,

Disabled (paraplegic). Cameron Clay's body
was all but obliterated in the fiery air-show inci-
dent. Remarkably, Unitrol was able to build a
body around the skull, spine, and few salvageable
organs. It was designed to be lightweight and
rigid for flight, however, and is not temibly
durable, Wasphawk's Combat Exo-Frame allows
walking at half normal speed, but if it is destroyed
(for instance, if Wasphawk's ablative ammor is
reduced to O Ranks) and he is forced to land, he
can crawl only 5 ft. per round as a full action.

Movement Hardness Armor Bonus Cost Features

9 4 3 x Gun +BL
2 x Missiles +8L

(blast), Sensors

= 711
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BACKGROUND

Deep in space lies a small, desolate planet, strip-
mined of its natural resources, not much more
than a bamen rock hanging in the mantle of
stars that make up the systems contralled by the
all-pervasive Broan Empire, Once, this planet
was home to the kwoloo—gangly, deeply reli-
gious, and valued by the Empire for their
singular genetic deviance.

Unigue among the races of the galaxy, the
kwoloo can comprehend and speak any form of
communication. This ability appears to have it~
fle to do with the compiex construction of the
kwoloo's larynx and vocal cords {although that
certainly helps), and more to do with their abil-
ity to read the psychic vibrations of spoken
language and the residual psychic residue of the
written word, Even the subtle nuances of dialect
and body language speak psychic whispers to
the kwoloo.

When the Broan Amada arrived, intent on
decimating KEwoloo and its inhabitants, the
planet’s uling barons hailed the admiral, speak:
ing the guttural broan language with perfect
inflection. It would be unfair to categorize the
broan admiral's response as surpnse, but some-
how, the kwoloo impressed him enough to spare
two members of the niling class. The admiral
ordered the rest execited, and the pl net imme-
diately qutted for its resources

The broan had never excelled a  diplomats,
and had in fact lost several planetaiy holdings
throughout the empire due to civil wars, self-
inflicted genocide, and outright rebellion, When
the kwoloo were presented to the empercr, he
was struck with an idea. For too long he had
heen forced to interact with the vanous tendrils
af his empire. Thus was bom the Collective
Council, the personification of the emperor's
will, One of the two kwoloo, the male of the
pair, was appointed to the position of
Waymaker, an emissary of sorts who would
announce the arrival of the Broan Armada to
new planets, broker any terms of surrender, and
declare the conditions of imperial slavery, The
kwoloo was stnpped of his prior name and
attached to the imperial armada, although he
spent much of his time attending strategic
planning sessions in the emperor's war room. In
time, the Collective Council grew to include
seven additional advisors, becoming a central
aspect of imperial traditian,
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Many years passed. The kwoloo couple bore
children, and their children bore further off-
spring. Their line belonged to the emperor, with
each successive generation  providing  new
Waymakers as the prior one died or, mare fre-
quently, met his end at the hands of angry
would-be vassals, Eventually, a small community
of kwoloo developed on the imperial home-
wordd, and not every kwoloo was destined to
serve the emperor.

One such middie-aged kwoloo, Teket, hoped
his existence would continue to be one of leisure
and ease. Those hopes were cut short when
Dovox (p. 92), the son of the current emperor
Orbanux VI, attempted to assassinate his
father in a bid to take the throne. The imperial
police arrived at Teket's dwelling, and brought
him to the emperor's chambers. Fearing that the
previous Waymaker, his cousin, had died, Teket
dreaded the thought of living out the rest of his
days attending to an undying emperor, and
worse, enduring the deceitful backstabbing that
characterized the Collective Council.

Instead, Teket became embroiled in one of the
empire’s most fiercely contested decsions, By
imperial law, no member of the royal family
could be put to death for any ciime, nor could
they be jailed. The emperor could not bear to
leave his traitorous son unpumished, but he
could not violate impenal law for fear of break-
ing with millennia of tradition.

Upon confernng with the Word of Law,
another member of the Collective Council, the
emperor decided upon exile for Dovox. Fearing
that his son would continue his traitorous ways,
the emperor appointed Teket as Dovox's
Waymaker. In addition to serving as an advisor
to his son, Teket was tasked with reporting the
doings of his master back to the emperor. Teket
protested, citing his age, his health, and his dis-
trust of the emperar's son, but the will of a
broan emperar cannot be defied,

Teket was stripped of his name, cut off from
his family, and anointed with the trappings of
the office of Waymaker. The impenal war works
crafted a second Scepter of the Way, the stan-
dard weapon of the Waymakers, and Teket left
the imperial homeworld, never to retum,

In the years that Waymaker has accompa-
nied Sovereign on his journeys, he has become
only mare bitter, and more patronizing to his
master, He fulfills the tenets of his position,
but secretly he despises this would-be usurper
as the being who farced him out of a previ-
ously quiet, safe existence.

During Sovereign's occupation of the crys-
talline planet Vodan, Waymaker explored the
furthest depths of the fortress of the planet's pri-
march. Deep within a hidden chamber, he found
a strange brass amulet, a mystical alien script
etched imperceptibly into its tamished surface
No amount of wear could hide the strong psychic
language emanations coming from the trinket.
Waymaker studied it thoroughly while Sovereign
delighted himself with drinking blood out of the
necks of keejee birds to the homor of the locals,
who held the birds as sacred messengers,

Waymaker discovered the true function of the
brass amulet—it was a prison for an alien man
from a blue planet called Earth. The wamings

writ upon it cautioned the reader against setting
the prisoner free, but also contained some sort
of incantation to do so. Curous about the
amulet's prisoner, Waymaker recited the incan-
tation, and with a spectacular burst of magical
energy, the amulet opened. Standing before the
startled kwoloo was Sulemain (p. 96), clothed in
simple garb of an alien nature,

To Sulemain's surprise, Waymaker welcomed
him to the newly conguered planet of Vodan in
a language of ancient Earth. Noting that he also
possessed the incantation to place Sulemain
back within the amulet, Waymaker brokered a
deal with the demonologist. In retumn for releas-
ing him from the amulet's imprisonment,
Sulemain would aid Waymaker in arranging the
death of Sovereign, allowing the weary kwoloo
to return home to the niceties of the imperial
homeworld. Sulemain happily agreed, and the
two arranged for Sovereign to “discover” the
amulet. Through simple magics, Waymaker
would appear to accidentally release Sulemain.

The plan worked. Sulemain and Waymaker
now eagerly await their opportunity to dispose
af the universally abhorred Sovereign.

USING WAYMAKER

As a translator and emissary, Waymaker has no
equal. Able to communicate in any language,
from the insectoid clickbuzzclick woicing of
Daeket's wasp people to the musical pheromone-
laden speech of the mushroom men from the
caves below the surface of Kapulu, Waymaker
brings but one message: Sovereign is coming.

The rash behavior of his master means that
Waymaker is rarely afforded the opportunity to
announce the amval of the planet’s soon-to-be
conqueror. Instead, he mops up after the hor-
rific violence and pillaging of Sovereign's
invasion forces, and the brutal excesses of
Sovereign himsell. Organizing the remnants of
a conguered people in order to create a useful
slave pool is a thankless job—one that grows
increasingly tiresome.

The arrival of Waymaker foreshadows a large,
important invasion, one in which Sovereign has
abandoned his usual tactic of smash-and-grab.
On these rare occasions, Waymaker shuttles
down to the planet's surface, seeks out the
largest governmental body on the planet,
announces the impending invasion, and offers
the world a last chance to surrender.

Consider using Waymaker to foreshadow
Sovereign's arival—perhaps an alien PC knows
of the Waymaker, and can wam the other char-
acters of what an appearance by the tall,
cloaked kwoloo foretells,

The PCs may even become embroiled in
Waymaker's plan to knock off Sovereign if they
manage to befriend the kwoloo and gamer his
trust, or simply appear naive and powerful
enaough to face off against the prince.

TACTICS

Primarly a non-combatant, Waymaker uses the
Scepter of the Way's Force Field power to pro-
tect himself from harm, and activates this
function whenever addressing the natives. If
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pressed, he uses the staff's Energy Blast to
annihilate those who would be so bold as to
attack Sovereign's emissary.

When engaged in parley, Waymaker speaks
through the amplifier built into the scepter,
broadcasting his voice far and wide. He plays
whatever role necessary to secure the surrender
of the target planet's governmental bodies,
whether that be absequious and timid or full of
menacing threats to life and limb.

GAME STATISTICS

Waymaker: PL 14; Init +1 (Dex); Defense +19
(+B Base, +1 Dex); Spd 30 ft; Atk +11 melee
{+15, unarmed and +12L, Energy Field—light),
+11 ranged (+12L, Energy Blast-light}; S Dmg
+1 (Protection +14), Fort +1, Ref +1, Will +3; 5t
12, Dex 12, Can 12, Int 16, Wis 16, Cha 14.

Skills: Bluff +10, Diplomacy +19, Intimidate
+8, Sense Motive +20,

Feats: Assessment, Skill Focus [Diplomacy),
Psychic Awareness, Ultra-Hearing.

Powers: Comprehend +14 [Source: Alien;
Cost: 2 pp; Total: 28 pp].

Equipment: 5taff of the Way [Effect: Energy
Field (light) +14; Extras: Energy Blast, Protection,
Sensary Protection; Power Stunts; Radio Hearing,
Radio Broadcast; Flow: Device; Cost: 4 pp; Total:
58 ppl.
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CAPERS
Moving Day: Sovereign’s plans to invade the
planet Earth proceed apace, However, a small
snag has been uncovered by Sulemain—the
geometrically precise transporter he has fash-
ioned is being blocked by another dramatic
piece of architecture—Neu-Schwabenland!

The original skoviak plans for the arctic
hideaway contained plenty of mystical wards
and seals, courtesy of Hitler's research into the
paranormal. One of those wards, a giant
swastika, rests precisely in opposition to the
final angle that will allow Sovereign's troops
to teleport to the planet's surface, and ensure
their quick and decisive invasion.

Waymaker has been sent take care of the
problem, and as luck would have it, he's
already thought of a plan. After obsenang the
Earth's media, he decides that the PCs will
make for perfect dupes, and recruits them to
accompany him to the Antarctic.
| Mot even Waymaker knows what Neu-
Schwabenland truly hides, and the skoviak
and their aryan brethren won't allow their
great monument to the Third Reich to be
destroyed without a fight.

With everyone from Iron Cross to Sulemain
potentially involved, as well as an army of Nazs,
a traitorous Waymaker, and a swarm of skoviak
| jet fighters, it may just get a little ugly.

|
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= NEM) RULES

The following new rules supplement those found
in the Mutonts & Mastermings rulebook, While
the bulk of this chapter applies primanly to vil-
lains, several new feats and additional rules can
apply to heroic characters, too,

VILLAIN PLAYER
CHARACTERS

The default Mutants & Mosterminds rmles
assume that the player characlers are super-
heroes  battling  against  evil  supenillains
controflec by the Gamemaster. In the comics,
however, a superhero might be a reformed vil-
lain, and some heroes might fall from grace into
a life of crime. Players interested in “switching
sides” might want to play a villain, and assumirng
the G is willing to let them, there's no reason
the ules should get in the way of a good time.

Players interested in dabbling in the dark side
must declare their intent to play a villain to the
G between adventures or at the beginning of
the campaign. Whether or not the would-be vil-
lain reveals his intentions to the other players is
up to the player and the GM, but Camemasters
should carefully consider the dynamics of their
play group befare allowing eny villain player
characters, let alone a "secret” villain in a group
of otherwise upstanding heroes,

same experienced players might enjoy the
moral ambiguity of having villain characters
along for the ride, basking in the irony and story
potential of a good betrayal. Pulling it off with-
put upsetting other players is very tricky, and
should be attempted cnly with great caution. If
you think your group wouldn't appreciate a
badguy in their midst, it's probably not worth
allowing a playver ta run a villain, even if it might
seem like fun for you and the willain's player
Always remember that the role of the GM is to
help everyone have fun together, and maintain-
ing a healthy and fun groiep dynamic is essential
to a good roleplaying campaign.

The easiest way to integrate a villain PCinto a
campaign is to add one of the NPCs in this book
as a pre-generated player character. Make sure
that the character's power level does not exceed
that of the other characters in the group to
ensure even footing, and off you go.

CREATING AND
PLAYING VILLAINS

Mary players, especially after they've played a
few games, will want to create their own villain
characters. This brings up an interesting problem,
as several of the new feats presented in this chap-
ter are perfect for villain player characters, but
require the expenditure of Villain Points, usually
in the exclusive purniew of the Gamemaster.

Villain player characters gain "Villain Faints” in
the same manner as heroes gain Hero Points, as
discussed on page 105 of the Mutants &
Mostermings rulebook. They may spend these
points on any of the options in the Hero Points sec-
tion of that book, induding inspiration and
recovering faster from being knocked out or dis-
abled, two abilities denied to the GM's willains,
Identical to Hero Points in every way but name,
these Villain Faints allow the PC to use feats that
require the expenditure of Villain Points. The villain
may not, however, take advantage of feats that
require the expenditure of Hero Paints. Such feats
are not lost when the chaacter becomes a villain
(and they still cost power points), but cannot be
1sed until the villain once again becomes a hero.

Should the PC willain wish to “reform” and
become a hero, he must declare his intent to reform
between adventures. When acting as a herm, he
cannot use any feat that requires the expenditure of
a Villain Point. Such feats are not lost (and still cost
power points), but cannot be used until the hera
once again becomes a villain.

A character can "switch” between hero and
villain no mare than once per power fevel,

NEW FEATS

Mast of these feats were designed with villains in
mind, but there's no reason they can't be taken
by heroes, so long as they meet the preredguisites,

ABOVE THE LAW

Thanks to great lawyers, great |luck, or both, you

seem to be immune to legal prosecution.
Benefit: Cain a +4 bonus to your tnal modi-

fier (see p. 120).

ANIMAL AFFINITY
You get along well with animals.

Benefit: For the purposes of interaction checks
(Mutarts & Masterminds, p. 148), an animal's
starting attitude toward you improves by two
ranks. A hostile amimal, for example, would be
treated as indifferent to you. Further actions can
influence the animal's atotude, of course. If a char-
acter's statisics do not suggest whether it is an
animal or not, the GM makes the final decision.

Special: Apply the Limited flaw to this feat to
mode| an affinity for a specific type of animal
{such as only dogs, only sea animals, etc.). In
this case, the feat costs just one power point.

ARCH-NEMESIS
You have a particularly hated foe against whom
you focus most of your efforts and attention.
Benefit: Designate one foe as your arch-
nemesis, You receive a +2 bonus to attacks
made against your arch-nemesis, and receive a
+2 banus to saving throws against attacks from
your arch-nemesis,
Special: You may have only one designated
arch-nemesis. You may change your arch-neme-

sis only if your previously designated foe |s
dead or otherwise "out of the picture” for one
level advancement

Example: The Atomic Brain has the Arch
MNemesis feat, and designated his rival Everyman I
as his arch-nemesis. Everyman died recently, leav-
ing the Atomic Brain's arch-nemesis slot “open”
Currently at PL 20, the Atomic Brain can desig-
nate a new arch-nemesis upon achieving PL 21.

BODY LANCUAGE
Your nonverbal communication skills are particu-
larly expressive.

Prerequisites: Cha 13+ 3 or more ranks
in Innendo,

Benefit: You may attempt to send a message
with the Innuendo skill to someane untrained in
Innuenda (Mutonts & Masterminds, p, 35).

COMBAT DRIVER

You know some tricks that can keep you alive
while dnving a ground or water vehicle under
combat conditions.

Prerequisites: Dex [3+ | or more ranks
in Drive.

Benefit: Choose to specialize in ground o
water vehicles, You are especially good at oper-
ating this type of wehicle under combat
conditions. You gain a +1 bonus on either attack
ralls or to the wehicle's Defense (chosen each
round) when driving a vehicle of your chosen
type. Defense bonuses from multiple operators
with the Combat Driver feat do not stack

Special: You can gain this feat twice. Its
effects do not stack. The second time you take
the feat, it applies to the other type of vehicle,

COMBAT PILOT

You know some tricks that can keep you alive
while pilating an air or space vehicle under
combat conditions

Prerequisites: Dex 13+, 1 or more ranks
in Pilat,

Benefit: Choose to specialize in air or space
vehicles. You are especially good at operating
this type of vehicle under combat conditions.
You gain a +1 bonus on either attack rolls or to
the vehicle's Defense [chosen each round) when
pilcting a vehicle of your chosen type. Defense
bonuses from multiple operators with  the
Combat Pilot feat do not stack.

Special: You can gain this feat twice Its
effects do not stack. The second time you take
the feat, it applies to the other type of vehicle.

DIPLOMATIC IMMUNITY
Your ties to a foreign government grant you diplo-
matic immunity from prosecution for most cimes.
Benefit: When you're apprehended by the
authonties for a crime, the GM makes a =ecret
trial check (see p. 120). If the result is 5 or
higher, no charges are pressed and all records
regarding the case are classified [requiring a



successful DC 20 Search check by someone with
access to the right type of information to find).
If the result is 4 or lower, the character is ejected
from the country in question and henceforth
loses the benefit of this feat in that country (but
still has to pay the power point cost for it).

EVALUATE [SUPER-FEAT]
You have a knack for figuring out how to beat
an opponent.

Prerequisite: Wis 13+

Benefit: For every round in which you take a full
action to study an opponent, you leam one of that
opponent’s weaknesses (Mutonts & Masterminds
tulebook, p. 106). If your opponent lacks a weak-
ness, you know so after one round of study.

EXTEND REACH
Your long limbs or combat skills allow you to make
attacks against enemies a short distance from you.
Benefit: Add 5 feet to your reach (the distance
within which you may make melee attacks),
Special: You can take this feat multple
times, increasing your reach by 5 feet each time.
This feat is often added to a weapon to repre-
sent a long blade or handle. Reach from a
weapon stacks with a character's natural reach.

CANG UP
You work well with others to confuse opponents
in combat.

Benefit: When you and another character with
the Gang Up feat flank an opponent, you gain a
+3 bonus on attacks against that opponent.

Normal: Fanking attackers gain a +2 bonus
on attack rolls against the flanked target

HUMAN SHIELD
You know the defensive value of a good
hostage.

Benefit: When grappling, you retain your
dodge bonos and gain an additional +4 to
Defense against opponents you aren't grappling.

Normal: Grapplers lose their dodge bonus to
Defense against opponents they aren’t grappling.

INTO THIN AIR [SUPER-FEAT]|
Your body mysteriously vanishes when you die,

Benefit: When you die, you can spend a
Villain Point to make your body and all wom
and carmed possessions vanish inte thin air—
zapped to another dimension, teleported to a
hidden safe house, consumed in an explosion, or
any other mysterious disappearance you prefer,
No matter the “special effect” of the disappear-
ance, the body somehow finds its way to relative
safety, where it can be recovered and, perhaps,
brought back to life by someone with the
Healing {Resurrection) or Reincamate power.

Normal: What happens to your body is up to
the circumstances of your death.

LAY LOW

You know how to make the most out of cover,
Benefit: When behind cover, increase your

degree of cover by one rank. Because your skill at

maximizing cover can only go so far, however, this

feat cannot grant better than nine-tenths cover,

MOTIF
You excel at capers related to a specific theme.
Benefit: Choose a creative theme such as
waterfowl, sports, tarot cands, or holidays. When
engaged in a caper related to this motif, you gain
a +1 bonus on attack rolls, saving throws, and skill
checks and to Defense. GMs should be careful to
avoid excessively broad themes (crime, peace, jus-
tice, injustice) as well as specialties (bank
robbenes, murder investigations). The point of a
motif is to come up with something quirky and
memaorable, The GM is the final arbiter on whether
of nat to allow a specific motif in the campaign.

MYSTIC AWARENESS
{SUPER-FEAT

You can sense the use of mystic powers in your
Presence.

Benefit: When a power with the mystical
source is used near you or to affect someone
near you, you may be able to detect it. Make a
Sense Motive check (DC 10). IF successful, you
sense the use of the mystical power. The DC of
the check increases by +1 for every 10 feet of
distance between you and the user or the target
of the mystical power {whichever is closer to
you). If you are targeted by a mystical power, a
successful DC 10 Sense Motive check allows you
to know the identity of your attacker (if you are
familiar with him or her).

Special: At the GM's disceetion, this feat can
apply to other power sources, with each source
requiring a separate feat.

SLIPPERY EEL
You are particularly skilled at escaping from bonds,

Prerequisite: 3 or more ranks in Escape Artist,

Benefit: Halve the time it takes to make an
Escape Artist check.

Normal: It takes 10 rounds to make an
Escape Artist check.

Special: You can take this feat up to three
times. Each time you do so, halve the time it
takes to escape bonds {rounding fractions down).
Taking this feat three times allows a character to
make an Escape Artist check as a full action.

STEALTHY
You know how to make the most out of poor
visibility.

Benefit: When taking advantage of conceal-
ment, treat your concealment condition as one
rank better. Because your skill at remaining
unseen can only go so far, however, this feat can-
not grant better than nine-tenths concealment.

STOIC
You aren't easily rattled by insults.

Benefit: You get 2 +4 bonus on Sense Motive or
Taunt checks made to resist enemy Taunt attempts.

TAINTED NETWORK
Whether by applying political pressure or a simple
show of brute force, your contacts know how to
keep an opponent’s contacts out of the picture.
Prerequisite: Connected.
Benefit: Spend a Villain Point to deny one des-
ignated opponent the benefit of the Connected
feat (Mutants & Masterminds, page 44) for one

adventure. Designate the opponent when you
spend the Villain Point

Special: You can take this feat multiple
times. Each additional feat allows you the
chance to deny an additional opponent the ben-
efit of the Connected feat for one adventure.
You must spend one Villain Point for each desig-
nated opponent

TAKE THE FALL
You can sacrifice yourself Lo save others, putbing
yourself in harm's way at the very last moment.
Prerequisite: Dex 13+
Benefit: Once per encounter, you may choose
to interpose yourself between an attack and a
target within 5 feet. Declare your intent to
accept the attack before the attack roll is made.
Moving to accept an attack does not actually
change your location.

TRAILBLAZER
You have little difficulty navigating difficult terain,
Benefit: Increase by 1./4 your movement
penalty multiplier for obstructions, bad surfaces,
and poor visibility. For example, a character with
this feat moves at 3/4 speed through mud
(instead of 1/2 speed). Movement penalties for
hampered movement are found on page 104 of
the Mutants & Masterminds rulebook.

UNSHAKABLE FAITH

Your belief in a divine being or beings grants
you spiritual resolve and threatens the undead
and unhoky.

Benefit: Designate a speafic religious faith. Your
faith and belief grants you a +2 bonus to Will saves
related to fear, such as an attack with the Mind
Control (Emotion Control] power. Additionally, your
faith grants you the ability to use items of faith such
as holy symbols and holy water {see p. 118}

Normal: Characters lacking the Unshakable
Faith feat gain no benefit from items of faith.

VILLAIN'S LUCK
You are capable of great acts of villainy.

Benefit: Increase your maximum number of
Villain Points by ane.

Special: You can take this feat multiple
times, gaining an additional Villain Point each
time, but your total Villain Points cannot exceed
your power level. This feat is available only to
player character villains.

NEW POWER

The following is an expanded version of the
Cadgets power from the Mutonts &
Masterminds rulebook,

VARIABLE EFFELT
Cost: 7

Action: Half

Range: By power
Duration: By power
Saving Throw: By power

You have an all-encompassing but infrequently
used power that allows you to produce a numbser
af different effects. You can allocate your Variable
Effect rank to any power with a base cost of 2 or



fewer power points simply by taking a half action
and spending a Hero or Villain Point. You cannot
apply any flaws to this power to reduce fts cost
[Variable Effect with the Device extra is the
Ciadgets power). You may apply extras, but this
divides your power ranks by the number of extras,
plus one. 5o one extra divides your ranks in half,
two extras by three, and so forth, Any fractional
ranks are dropped. If this reduces your power rank
below 1, you cannot use that power You may
divide your power ranks between multiple powers
as desired, but each separate power requires a half
action (but only one Hero or Villain Paint, regard-
less of how many powers the Variable Effect ranks
are allocated ta).

NEW ENERLCY TYPE

The following energy type should be added to
the existing types listed on page 69 of the
Mutants & Masterminds rulebook,

* Chemical: You can manipulate chemical com-
positions to weaken the structure of living
and nonliving matter like the Disintegration
power with the Range (touch) flaw, Attacks
made against living creatures deal lethal
damage equal to your power rank (targets
make a Damage save as normal).

NEW DEVICES

The Mutants & Masterminds rulebook provides
extensive guidelines to help you create your awn
fantastic devices and weapons. The following
section includes four ready-made devices, taking
the design weight off your shouleders and letting
you cancentrate on coming up with a great
adventure for your players,

Assassin Suit: Composed of tight-fitting synthetic
fibers inlaid with bleeding edge circuitry, these mili-
tary-engineered bodysuits use “gestalt cells” and
fractal technology to mimic the wearer's surround-
ings, helping her blend inta the background, Tiny
nodules positioned on the suit's palms and toes
secrete fast-degrading glue, granting the wearer the
ability to climb on walls and ceilings. Range
Pessonal, Effects: Blending +10; Extra; Climbing +10;
Flaw: Device; Saurce: SuperScience; Tatal 10 pp.

Garrote: A short corded wire used to strangle
opponents from behind. Favored weapon of the
silent assassin, Range Touch; Effect Suffocate
+5; Flaw: Device; Saurce: —; Total 5 pp.

Handcuffs: Standard police-issue steel hand-
cuffs. Locking a subdued enemy in handcuffs is
a half action. Ronge: Personal; Effect: Snare +5;
Fiaw: Device; Source: —; Total: 5 pp.

Smoke Pellets: Favored by ninjas and intelli-
gence agents, these small incendiary devices
provide total concealment for everyone within a
10' radius, Often used to cover a silent retreat,
Range: Mormal; Effect Ohscure +2; Alaw: Device;
Source: —; Total: 2 pp

NEW WEAKNESSES

Comic book characters tend toward extremes in
their powers and in their flaws. The Mutants &
Musterminds milebook contains several sample

weaknesses, many of which are more appropriate
for heroes than for the type of lawbreakers and
monsters covered in this book. While any of the
below weaknesses are appropriate for heroes, many
of them have been designed with the supenillain in
mind. As with the weaknesses presented in the nile-
book, the character gains an additional 10 power
points per weakness taken. GMs are encouraged to
limit the number of weaknesses allowed to players,
lest the campaign degenerate into a contest of who
can squeeze the greatest number of points from the
least bothersome weaknesses.

Addiction: You're addicted to a substance such
as drugs or magical compulsion dust. For every day
in which you do not subject yourself to the sub-
stance, you must make 2 Will save (DC 20) to stave
off the debilitating effects of your addiction. IF the
save fails, you becomse fatigued, and nisk a worsen-
ing of your condition (fatigued to exhausted,
exhausted to unconscious, unconscious to dyving)
every day until a successful Will save is made, Every
day, the DC increases by 1, You improve your condi-
tion one step for every full day of rest (an addicted
character cannot, for instance, remove the fatigue
effect by resting for 8 hours as usual).

Disabled {dull witted): Characters with this
weakness gain a -5 penalty to both Intelligence
and Wisdom, although neither ability score can
fall below 2 as a result of this weakness. Since
ability scores start at 10 during character crealion,
this weakness is identical to simply lowering the
value of two ability scores by 5, which also results
in 10 additional character creation points. The
weakness exists primarily to simulate conditions
that occur affer character creation, such as a blow
to the head or a transformation into a mindless
zombie. If the weakness does not measurably
affect the character (such as if he started with an
Intelligence and Wisdom of 5], Disabled (Dull
Witted) grants no power point bonus.

Disabled (frail): As a result of advanced
age, years of hard living, or devastating illness
ar injuries, you're extremely frail, You suffer a -5
penalty on checks for physical actions that
require endurance over time {running, swim-
ming, holding your breath), to aveid becoming
fatigued, and to stave off disease,

Disabled (slow): The characters movement
15 hampered due to lame or stubby legs, mal-
functioning gears, or zombified muscle tissue, &
Disabled (Slow) character suffers 2 -5 penalty an
Acrobatics, Balance, Jump, Move Silently, and
Ride checks. Reduce his base speed by 10 feet.

Quirk (braggart): The character has supreme
confidence in his ahilities and enjoys regaling oth-
ers with tales of his superiority. Before engaging in
a serious cime [such as a bank heist, museum bur-
glary, assassination or kidnapping attempt, etc),
the character must arregantly warn the authorities
of the impending crime. The character may wish to
couch his waming in nddles, such as suggesting
the city "look out for a hot time" before stealing
the legendary Fire Opal Eye, but careful detective
work on behalf of herces and law enforcement
should lead directly to the crime scene with time
ta halt the crime in progress, At the Camemaster's
discretion, the character compulsively reveals
aspects of his future plans to caplured heroes,

Quirk (fanatical): The character belongs to
an organization such as a cult or secret army of

dedicated fanatics. If given an order by a supe-
rior within the organization, the character js
campelled to comply with that order, even if it
means certain death. Orders can be resisted only
with a successful Will save (DC = 10 = Cha mod-
ifier + Super-Cha ranks). Characters whao fail this
save must comply with the order,

Quirk {malfunctions): Whether due
unreliable servos, bad wiring, drug addiction, o
electroshock therapy, characters with this weak-
ness don't always work the way they're meant
to, Each round, the character makes a malfunc-
tion check before he can act, If he rollsa 1-5-an
a d20, he 15 dazed and cannot act that round
(but can defend himself narmally). Each time a
character takes this weakness, add 5 to the top
end of the malfunction threshold. For example, a
character with three Malfunctions weaknesses
malfunctions on a roll of 1-15.

Quirk (ravenous): When in the presence of liv-
ing creatures, characters with this weakness must
atternpt to eat those creatures, foregeing all actions
il the waould-be meal is killed and devoured,

Susceptible {hunger): A character with this
weakness can remain awake and akert for one hour
per point of Consbitution bonus. Thereafter, she mist
refresh her life essence by feeding. The exact defini-
tion of feeding is up to the Gamemaster, but might
include draining ability scores or physscally consum-
ing a volume of meat equal in weight to a full-grown
human. If the character does not fesd before she uns
out of time, she begins to suffer the effects of suscep-
fibility, &= clescribed on page 107 of the Mutonts &
Mostermings rulebook, After feeding, the character
can remain active for a number of bours equal to ber
Constitution bonus before needing to feed again

Susceptible (items of faith): Some charac-
ters, especially the unholy and undead, have an
aversicn to objects of religious significance. Such
characters begin to suffer the effects of suscepti-
bility when in sight of an item of faith wielded by
a character with the Unshakable Faith feat. Such
items wielded by characters without the
LInshakable Faith feat have no unusual affect
against characters susceptible to items of faith.

TEMPLATES

Sometimes, a character becomes samething else.
Whether wounded by the daws of a werewolf ford,
hitten by a seductive vampire princess, or raised
from the dead as a zombie by a demented witch
doctor, your character (or viltain, or bystander) is
no longer what he onece was, and has become
something both greater and lesser than his origi-
nal form. While the Mutents & Mastermings core
rulebook gives you the tools to create a character
with mewly gained powers, the following tem-
plates handle most of the guesswark and heawy
lifting, giving you a set of additional powers and
character modifications that can be added ta an
existing character with minimum effort

The following templates balance the gained
benefits with new weaknesses that limit the char
acter, aften making him weaker when confronted
with certain attack forms or certain environmen-
tal circumstances. The templates presented in this
book balance themselves out, and do not change
the character's power level. Certain customized
versions of the templates do change the charac-



ter's power level, giving him abilities equal to 15
power paints per level adjustment.

sometimes, templates allow a character to
exceed the normal bonus limits dictated by the
character's power level in the granted attributes
only. Granted attributes can be rajsed only after
the character's power level has increased to
allaw for additional ranks, as normal,

Cranted feats stack with existing feats, so
long as the feat in guestion can be taken multi-
ple times. Otherwise, the additional feat is |ost,
Granted powers stack with existing powers, so a
character with Super-Strength +5 who becomes
a werewolf (gaining Super-Strength +4) ends up
with Super-Strength +9, even if that exceeds his
normal stacking limit as dictated by power level.

Example: Vamgpire hunter Klaus Kronas (PL 2) tries
to stake the fanglord Monssigneur Marat but
instead ends up at his meroy after failing a Mowve
Silenthy check: Deoding to teach the plucky oocultist
a lesson, Marat tums Kronas into a vampire. Kronas
gains several new attributes, induding Drain +5,
Ordinarnity, Kronas could not have a power that
exceeds rank 2, but the vampire template allows him
to circunmvent this limit. Should e survive, gaining
power points in the pracess, he can ratse his Drain
ranks only after he has reached PL G or higher.

VAMPIRE

As long as there have been comic books, thers
have been vampires lurking in shadowy panels,
waiting o prey upon powerless victims and stal-
wart superheroes alike. The following template
covers several different types of vampires, from the
traditional caped aristocrats sleeping in coffins and
turning info hats to the modem angst-flled fash-
ian plates of the 1990s to the dust-and-forget feral
adversaries of modem movies and television shaws,

BECOMING A VAMPIRE
The Mutants & Masterminds default assumes that
a character becomes a vampire when he has been
drained to O Constitution by another vampire, The
following rmund, he mses from the dead as a vam-
pire with his Constitution restored o its original
score, This results in easy “na questions” transfor-
mations that may wvery well see a former
companion “switching sides” in the middle of a
fight Its one thing to stake the insidious
Monseignewr Marat, but another to behead the
newly transformed Princess Patriot, a former com-
panicn with a newfaund taste for blood.
Camemasters who want more elaborate transfor-
mations might require that the drained victim drink
some of the vampire's blood, be bured for three
days, or any other colorful requirements before ris-
ing from the dead. This is a matter of preference,
and doesn't change the game rules related to creat-
g & vampire charactes. Once you've decided upon
the particilars, however, stick to it and maintain a
common “continuity” regarding the transformation
process, Establishing a set of common vampire
ground nules will make the few vampirnic adversaries
who don't follow these rules {see Customization,
below) that much more memarable.

PL Adjustment: O

Feats: Carkvision, Immunity (aging, disease,
exhiaustion, poison, starvation, suffocation), Into
Thin Adr (body becomes dust)*,

Powers: Clinging +3 [Source: Mystical; Cost; 1
pp; Total: 3 ppl, Drain +5 [Flowe Limited (Con
only); Source: Mystical; Cost: 1 pp; Total 5 pp),
Leaping +2 [Power Stunt Super-leaping; Source;
Mystical; Cost 1 pp; Total: 4 ppl, Mind Control +4
[Flawe Restricted (gaze); Cost: 1 pp; Total- 4 pp],
Matural Weapon (claws) +2 [Source: Mystical;
Cosi: 2 pp; Total 4 pp], Natural Weapon (fangs)
+2 [Source: Mystical; Cost 2 pp; Total: 4 ppl.

Weaknesses: Susceptible (hunger, items of
faith, sunlight), Vulnerable (stakes),

WEAKNESSES
Susceptible (hunger): A Vampie can
remain awake and alert for one hour per point
of Constitution bonus. Thereafter, he must
refresh his life essence by draining a total of
10 ranks of Con from a living victim or victims,
ar suffer the effects of the Susceptible weak-
ness (Mutants & Masterminds, p. 107). After
feeding, the vamgpire can remain active for a
number of hours equal te his Constitution
bonus before needing to feed again,
Susceptible ({items of faith): & vampire's
traditional susceptibility against items of faith
[crucifixes, holy water, stars of Dawnd, etc)
applies only when those items are wielded by
adversaries with the Unshakable Faith feat
Susceptible (sunlight): A vampire's suscepti-
bility to sunlight is his greatest weakness, and is
far more acute that his other susceptibilities. A
vampire who fails a Fortitude save against expo-
sure to direct sunlight automatically begins dying.
Vulnerable (stakes): An opponent ammed
with a wooden stake or sharp wood fragment
poses significant danger to a vampire, Vampire
miniens struck by a crtical hit with such a
weapan die instantly. Vampire characters are sim-
ply vulnerable to attacks from sharpened wood,
as described on page 107 of the Mutants &
Mastepmings core rulebook. Monlethal critical hits
with a stake in this case répresent “near hits” that
greatly harm the creature but leave him alive.

LEAVING THE TEMPLATE

In mast cases, vampirism is forever, Forgiving Gis
might allow characters a way out by forcing them
to endure an outrageously difficult mystic ritual
or quest, the equivalent of several game sessions
of play. Possible rituals include draining 15 ranks
of Constitution from a willing stigmatic or staking
oneself with a fragment of the True Crass,

CUSTOMIZATION
Want to mix up your blocd-sucking encounters?
Try one of the following vampine variations:

God is Dead: Atheists and Gamemasters
who simply wish ta surprise their players might
decide that items of faith such as crucifises and
holy water don't slow down vampires at all. In
this case, vampire characters gain a +1 bonus to
their Mind Control, Natural Weapon (claws), and
Matural Weapon (fangs) powers and add 1 to
the character's power [evel,

Surprising Spins: Perhaps vampires in your
campaign world don't work the way they do in
most movies, Consider changing a vampire's
Drain fram Constitution to another ability score,
sich as Intelligence, Wisdom, or Charisma (pos-
sibly to imitate a “psychic vampire”). Daes this
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new form of vampire Crain its enemies by suck-
ing blood, or by draining life essence from the
brain through the ears ar eyes? Mix this type of
variant with "God is Dead,” above, to really keep
players on their toes.

The Transylvania Twist: While it may seem
comy today, most "dlassic® vampires had the
ability to transform into a bat ar a cloud of gas.
If Dracula's more your style or to emulate a pow-
erful “ancient® vampirg, change the template’s
PL adjusiment to +1, give the vampire the
Identity Change super-feat (allowing him to
change into a bat), and add the fallowing pow-
ers. Incorporeal +3 [Affected by attacks with
mystical source; Sowrce: Mystical, Cost 2 pp;
Total: & pp], Mind Control +7 [Flaw: Limited
{animal control); Cost: 1 pp; Tetal 7 ppl.

WEREWOLF

Strange howls echo through the wilderness on
maanlit nights, confirming local legends and initi-
ating a deadly hunt against unwary campers, A
ravenous beast stalks the downtown streets, evis-
cerating and devouring the homeless and filling
the newspapers with stories of a grishy serial mur
derer. A noble superhero struggles with an ancient
family curse, locking himself away three nights a
month lest he break his solemn vows of pacifism.
These are just some ways to add werewolves to
your Mutants & Mastermings campaigns, but mod-
e literature, movies, and television shows are
filled with hundreds of othees.

BECOMING A WEREWOLF

Each time a character is wounded by a were-
wolf's Matural Weapon or unarmed attack, the
Gamemaster should roll a secret DC 15
Fortitude check for the wounded character,
Failure indicates that the victim has contracted
the curse of the werewolf, and will gain the ben-
efits of the werewolf template on the next
evening of a full moon,

Werewolves possess two forms, The charac-
ter's anginal form is called the "masked form,”
and resembles the onginal character in almaost
every way. The character gains limited tracking
ability even when in his masked form, thanks in
no small part to an enhanced sense of smell.
Masked werewolves might express maore subtle
signs of their affliction, such as a short temper
or a preference for very raw meal.

The werewolfs “lupine form" is his most dan-
gerous. The character transforms inta an
animalistic walflike biped that retains some of
the character's original features but buries most
of what was once human (or alien, or whatever)
under a hormifyingly bestial visage.

All of the powers granted by the template
stack with the character's existing powers, A
character with Super-Strength +10 would have
SuperStrength +14 when in lupine form (see
Templates, above, regarding templates exceed-
ing power level stacking limits).

MASKED FORM
PL Adjustment: 0

Feats: Scent, Track,

Powers: Combat Sense +2 [Source: Mystical:
Cost: 1 pp; Total: 2 pp], Superskill (Sunival] +4
[Source: Mystical; Cost 1 pp; Total: 4 pp)
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Weaknesses: Transformation (full moon).

WEAKMESSES

Transformation (full moon): On nights of
the full moon {usually three consecutive nights a
manth) the afflicted character transforms into a
creature that blends lupine features with the
character's ordinary appearance (see Lupine
Form, below). The transformation lasts from
dusk until the following dawn, and begins again
each night of the full moon. The character
retains memories of events that occurred while
in wolfen form, but due to the weaknesses of
that form might not always be able to control
his actions,

Generally, the Gamemaster tracks the phases
of the moon in an ongoing campaign. For a
guick and easy method of determining the
moon phase, the werewelf player can roll 1d20
prior to the beginning of each day. On a roll of 1
or 2, the night will have a full moon.

LUPINE FORM
PL Adjustment: 0

Feats: Darkvision, Improved [nitiative, Impraved
Piry, Instant Stand,

Powers: MNatural Weapon (fangs) +3 [Source:
Mystical; Cost- 2 pp; Total: & ppl, Protection +5
[Sowrce: Mystical; Cost: 2 pp; Total: 10 ppl, Super-
Str+4 [Source: Mystical; Cost 4 pp; Total 16 ppl.

Weaknesses: Berserker, Disturhing, Susceptible
{hunger), Vulnerable (silver weapans).

WEAKNESSES

Berserker: Every round of combat, the were-
wolf's player must make a successful DC 20 Will
save to avoid going berserk. If this save fails, the
werewolf enters a battle frenzy. He loses any
dodge bonus to Defense and must take the full

AN OCCULTIST'S ARSENAL
‘fou can't just throw twa sticks together and call
it a crucifix. Anyane looking to take on super-
natural threats is well senved by daing a little
research and picking up the right equipment
far the job,

Frog Box: Used to detect undead, this ritu-
ally prepared box contains the corpse of a
bullfrog. When the box comes within 10 feet of
a vampire, the frag returns to life. Due to the
frog box's extremely short range, most vampire
hunters set them as traps along a specific char-
acter's established route. Once the suspected
vampire has passed, the box can be recovered
and checked. Range: Mormal [10'); Effect Frag
returns to life when a vampire passes within 10
feet; Flaw: Device; Source: Mystical; Cost 1 pp.

Holy Water: Blessed by a holy cleric, this
water causes great ham to unhely creatures
stich as vampires and demons {and no harm to
anyane else). [t further causes such creatures to
make a Fortitude saving throw or suffer the
consequences of susceptibility to haoly items,
You do net add your Strength bonus to haly
water's damage bonus. Holy water has no dam-
age bonus unless wielded by a character with
the Unshakable Faith feat. The following statis-
tics represent enough holy water to last far one
adventure, Range Touch; Effect +4L damage;

attack option as often as possible, only taking
ather actions to get into range of potential oppo-
nents. The werewolf does not snap out of the
berserk state until all potential opponents are
clefeated, Then the player must make another DC
20 Will save. IF it fails, the werewolf attacks an
ally or bystander, The werewolf gets a new saving
throw each round, with a cumulative +1 bonus, to
come out of the berserk state, A successful DC 20
Diplomacy check by an ally who tries to calm
down the werewolf gives the werewolf a +2
bonus on the Will save, but a failed Diplomacy
check makes the character who attempted the
Diplomacy check the werewolf's next target.

Susceptible (hunger): A werewolf can
remain awake and alert for one hour per point of
Constitution bonus, Thereafter, he must refresh
his life essence by consuming a volume of fresh
meat equal in weight to an average-sized
human, ar suffer the effects of the Susceptible
weakness (Mutants & Masterminds, p. 107},
After feeding, the werewolf can remain active for
a number of hours equal to his Constitution
bonus befare needing to feed again.

Vulnerable (silver weapons): The mystical
curse of the werewolf imbues its victim with a
cruel wulnerability to  attacks from  sibver
weapons. Saves made against such attacks have
a banus of O—the werewolfs player simply rolls
1d20 as a save, with no moedifiers for ability
scares, powers, or anything else. The attack has
its normal effect based on the result of the
hera's save. Weapons can be made silver by
application of the Special Materials extra (see
An Occultist's Arsenal, p. X).

LEAVING THE TEMPLATE
A DC 15 Knowledge (oocolt) check reveals the soli-
tary means by which a character can be cured of

Flows: Limited {damages undead and unhaly
only), Device; Source: Mystical; Cost: 4 pp.

Holy Symbol: |tems of religious significance
hold power over the unholy and undead, sen-
ing as a channel for the wielder's faith and
triggering a susceptibility response from those
sensitive to the powers of belief. An affected
character must make a successful DC 15 Will
save each time a character brings a holy symbaol
inta view or suffer a change in condition as out-
lined on page 107 of the Mutants &
Mastermings rulebook, The wielder must have
the Unshakable Faith feat to use a holy symbol
effectively. Aonge: Sight; Effect Triggers suscep:
tibility respanse; Flaw; Device; Source: Mystical;
Cost: 1 pp:

Legemeton: Also known as the lesser Key
af Solomaon the King, this seventeenth century
tome contains an extensive catalogue of
unhaly monsters and demons, outlining their
powers and weaknesses and giving instruc-
tions on how to bind them into place
Targeted creatures must be susceptible to
items of faith to be affected by the book
Affected targets must make a DC 20 Will save
or be caught in a Snare. Range: Normal {100
feet); Effects: Snare +10; Extra; Mental; Flaws;
Device, Limited (only affective against crea-

the werewolfs curse, A ritual known as the
Belladonna Working must be performed by a char-
acter with 10 or more ranks in the Sorcery power
The sorcerer must spend five consecutive rounds in
concentration aver the werewolf, his hand pressed
to the creature's chest Each round, the sorcerer
must spend a full action on the ritual and expend a
Here or Villain Paint. At the end of the ceremony,
the chamacter is healed and loses all benefits and
drawbacks of the werewolf template.

CUSTOMIZATION

Four-Legged Fum: Some werewolf traditions
boast & third form, that of a powerful wolf with
sharp eyes and sharper teeth, If you'd like to give
your werewohses this additional power, simply add
the Disabled (Mute) weakness to represent the
wolf-form's inability to speak. Cive the werewolf
the Identity Change feat to represent the ability to
transform into a third form, a transition that can
occur only from the lupine form, and the Attack
Focus (fangs) feat. Also add the following powers;
Leaping +2 [Soume Mystical; Cost 1 pp; Total: 2
pR], Running +2 [Sounce’ Mystical, Cost 2 pp; Total
4 ppl. Al feats and attributes beyvond the Identity
Channe feat can be wed only in wolf-form

ZOMBIE

Whether they're the spintless automatons of
voodoo lore or the radio-controlled corpse-warriors
af military black ops, zombies should always be
welcome in a Mutants & Mastermings campaign,
They present players with an opportunity for guilt-
less camage and give Gamemasters the chance to
harrify her players by revealing that the mindless,
rotting meat-puppet stiking cut against them is
actually a beloved friend. Evervbody wins.

tures susceptible to items of faith); Source:
Mystical; Cost; 10 pp.

Stake: A simple fength of sharpened wood.
Aange: Melee; Effect: +21 damage bonus; Flaw:
Device; Soume: —; Cost: | pp; Tetal: 2 pp.

Stake, Mature: Like 2 guitar, stakes improve
with age and use. Over time, the wood slawly
absorbs some of the blood of its slain enemies,
giving It greater power over future victims,
Rarge: Melee, Effect +51L damage bonus, Flaw:
Device; Source: Mystical, Cost: | pp; Toral: 5 pp.

Tobin's Spirit Guide: This nineteenth cen-
tury libram, collecting the life's work of
eccentric mystical researcher Neville Tobin,
includes first-hand accounts of encounters with
53 spirits, ghosts, and undead creatures and
second-hand accounts of more than 100 more.
Range: Personal, Effects: +10 bonus on
Knowledge (occult) checks, Evaluate (creatures
with mystical-sourced powers); faw: Device;
Cost: 11 pp.

NEW EXTRA

Special Material: The weapon to which this
extra is applied is constructed of a specific type
of material, such as sitver, gold, or wood. If the
weapon is ranged, the special material applies
ta the projectiles fired from the weapon.



ANIMALS

The follewing animals are referenced else-
where in this book,

Gorilla: PL 4; Init +2 (Dex); Defense 15
(+3 base, +2 Dex); Spd 30 fr.; Atk +8 melee
(+95/10-ft. reach, unarmed); SV Dmg +6
(Pratection +4), Fort +2, Ref +2, Will +1; Str
20, Dex 15, Con 14, Int 2, Wis 13, Cha 7.

Skills: Climb +12, Listen +4, Spot +4,

Feats: Extend Reach®, Scent.

Powers: Amazing Save [Damage) +4
|Source: —; Cost: 1 pp; Totaf: 4 ppl, Super-
Strength +4 [Extra: Protection; Source: —;
Cost: 5 pp; Total: 20 ppl,

Tiger: PL B; Large, [nit +2 {Dex); Defense
14 (-1 size, +3 base, +2 Dex); Spd 40 ft.
Atk +8 melee [+9L/10-fL reach, claw or
bite); SV Dmg +3 (Protection +4), Fort +3,
Ref +2, Will +1; 5tr 20, Dex 16, Con 17, Int
2, Wis 12, Cha 7.

Skills: Balance <6, Climb +11, Hide +4,
Jump +16, Listen +3, Move Silently +6. |

Feats: Improved Grapple, Scent

Powers: Leaping +6 [Source: — Cost |
pp; Total 6 pp], Growth +4 [Extre: Duration
(permanent), Immovability +4, Protection
+4, Super-Strength +4; Source: —, Cost 8 pp,
Tatal 32 pp). |

Shark: PL & Init +7 (Dex Improved
Initiative); Defense 19 (+6 base, +3 Dex);
Spd Swim B0 ft.; Atk +3 melee (+9L, bite);
SV Dmg +1 (Protection +4), Fort 1, Ref
+3, Will +1; Str 16, Dex 16, Con 13, Int 1,
Wis 12, Cha 4,

Skills: Listen +6, Spot +6.

Feats: Darkvision, Dodge, Evasion,
Improved Initiative, Move-By Attack, Power
Attack.

Powers; Combat Sense +3 [Source: —;
Cost; 1 pp; Total: 3 pp]. Natural Weapon
(bite} +6 [Source: —; Cost; 2 pp; Total 12
ppl. Protection +4 |Source: - Cost: 2 pp;
Totai; 8 ppl, Super-Senses +b [Soume —
Cost: 2 pp; Total 12 ppl, Swimming +6
[Source: —; Cost: 2 pp; Total: 12 ppl.

Weakness: Susceptible (being out of
water).

BECOMING A ZOMBIE

Some zambies are created via a sacred religious cer-
emony merging the trappings of Chnstianity with
the tribal mtuals of Old Africa. Others come from sci-
entific labs, exposure to chemical agents, or magic
spells. Regardless of specific ongin, a zombie can be
created only from a dead body, Consequently, the
zombie template can be applied only to a dead
character, who instantly rises as a zombie.

PL Adjustment: 0

Feats: Darkvision, Immunity (aging, critical
hits, disease, exhaustion, poison, starvation, suf-
focation).

Powers: Frotection +12 [Flow; Degrades;
Source; GM's choice; Cost 1 pp; Total: 12 pp],
Super-Strength +4 [Flow: Limited (doesn't apply

to carmying capacity); Source: GM's choice: Cost:
3 pp; Tetal: 12 pp).

Weaknesses: Disabled (dull witted, mute,
slow), Disturbing,

WEAKNESSES

Disabled (dull witted): A zombie is a mind-
less automaton, just intefligent enough to
understand short instructions but nat intelligent
enough te communicate. Particulary wise or
intelligent individuals, however, often result in
relatively bright zombies, Zombies suffer a -5
penalty to both Intelligence and Wisdom. These
scores “bottom out” at 2.

Disabled (mute): Because they cannot
speak, zombies suffer a -5 penalty on Bluff and
Diplomacy checks.

Disabled (slow): Due to their lumbering
movemnent, zombies suffer a -5 penalty on
Acrobatics, Balance, Jump, Move Silently, and
Ride checks. Reduce the character's base speed
by 10 feet.

Disturbing: A zombie's rotting flesh, vacant
stare, hideous moaning, and horrfic stench is
enough to send most members of normal society
fleeing in panic. All zombies suffer a -5 penalty
on Bluff and Diplomacy checks. These penalties
stack with those from Disabled {mute).

LEAVING THE TEMPLATE

The only “cured” zombie is a dead zombie
Thereafter, the corpse can be returned to life via
the Healing (Resurrection) or Reincamate powers.

CUSTOMIZATION

Ravenous Dead: Want to add a litthe homor
movie spice to your zombies? Gve them a brain
addiction. Add the Quirk (ravenous) weakness to
miodel the zombie’s unguenchable need for brains,
When brains {or a living creature with a brain) are
within sight, the zombie drops all immediate plans
and makes haste for the brainpan, its rotting
tongue lolling about decayed teeth in gluttonous
anticipation. Add the Detect (life) super-feat and
give the zombie Matural Weapon (bite} =4
[Source: —; Cost: 2 pp; Total: 8 pp],

CAMPAIGN OPTION:
CRISIS LEVEL

Unlike in most comics, on the game table,
there's no guarantee of the heroes' success.
Climactic moments are rescived by the players'
wits and the luck of the dice. This creates a
problem for the campaign narrative. What hap-
pens if the player characters are knocked cold,
and no one prevents the Atomic Brain from
throwing the switch on the Transdimensional
Omni-Destructo Beam? Unless the Gamemaster
has preplanned for every contingency, the apoc-
alypse can be a real hassle to adjudicate. The
last thing anyone wants is a villain who isn't pre-
pared to follow through,

The campaign's "Crisis Level” tracks the repercus-
sions of the heroes missions, providing in-game
ramifications for their successes and failures.
Befare play begins, the GM selects the campaign's
style, establishing a Crisis Level baseline for the
sefies, It's generally a good idea to talk over cam-

paign style with your players, so no one's disap-
painted when they start fighting sentient cartoon
creatures or blood-sucking vampire spawn. See
page 146 of the Mutants & Masterminds rulebook
for more adwice if you're not sure about what type
of game you'd fike to run.

Campaign styles range from utopian, in which
the heroes have solved most of the world's prob-
lems, to terminal, in which they've probably
played a role in speeding the destruction of the
planet. Most campaigns are either four-color,
realistic, or gritty. At the beginning of the cam-
paign, public attitude, personal conditions,
social conditions, and global conditions are dic-
tated by the campaign style. Once play begins,
however, the fate of the world is truly in the
hands of the player characters,

CHANGING CONDITIONS

Every time the heroes finish a major adventure,
they gain a pool of "victory points” equal to the
power level of the adventure’s highest-level
opponent {defeating the PL 20 Atomic Braimn, for
instance, would net the heroes 20 victory
points). The heraes may, as a team, spend these
victory points to improve personal conditions,
social conditions, or global conditions by one
step per 10 victory points spent. Surplus points
are retained for later use.

The GM 15 free to assign no victory points for
unchallenging or irelevant adventures (the
warld's greatest superheroes shouldn't net 5 vic-
tory points for beating up a lone ninja, for
example). He also has the option to disallow cer-
tain condition shifts if the change doesn't seem
appropriate. Breaking up a series of local jewel
heists, for nstance, might change social condi-
tions, but it probably won't have any impact
upen global conditions,

Major villains who defeat the PCs grant the GM
victory points equal to the highest-level villain in
the adventure {the Atomic Brain, for instance,
would net 20 victory points for defeating a group
of heroes). These points may be spent to shift per-
sonal conditions, social conditions, or global
conditions lower, causing more problems for the
PCs, Try to shift the Cnsis Level in @ manner
appropriate to the successful crime.

Public attitude represents the starting atti-
tude of the "man on the street,” which may color
the heroes' interactions with those they have
swom to protect, For more about interaction
checks, see page 148 of the Mutonts &
Masterminds rulebook. After play begins, public
attitude matches the Crisis Level of personal or
social conditions (whichever is lower).

Improvements to the Crsis Level that exceed
the starting levels dictated by the campaign
style should not last longer than one adventure,
Heroes who manage to improve the Crisis Level
of & non-native world by two levels gain the

benefit of the Fame feat when wvisiting that .

world. Unlike changes to the Crisis Level of the
PCs' native world, changes to the Crisis Level of
foreign worlds last indefinitely.

In all cases, changes to.a campaign's Crisis Level
occur during the downtime between adventures.



TABLE 5-1: CAMPAIGN CRISIS LEVEL
Crisis Level

Four-Caolar Friendly

allow Realistic Indifferent

Red Huastile

Terminal

CRISIS LEVEL EFFECTS

The conditions on Table 5-1 are compatible
with the Random Events table on page 152 of
the Mutants & Mastermings rilebook, As global
tension increases, the heroes may have to juggle
multiple calamities. Should they save the vol-
canic island, or repair damaged PR? The
approximate frequency of random events is
described below:

Rare: Random events happen every few months
of game time, and are considered anomalous. The
condition does not register on the public's mind.

occasional: Events happens every few weeks
af game time. Symptoms of the condition sur-
face as uninteresting news stories, The public
feels problems are being adequately handled by
the parties involved

Common: Events happen every few days of
game time, and are followed constantly by an
insatiable media. The public is concemned, but
daily life continues as usual. Water cooler chat-
ter and misinformation is on the rise,

Daily: At least ane event occurs daily. The
heroes should begin to feel overwhelmed. The
conditions are at the front of people’s minds,
and the population is fearful. The media pro-
vides non-stop news coverage,

Constant: Crtical events are happening
everywhere, all the time. As soon as the heroes
put out one fire, another one immediately pops
up. The world is in a state of emergency, and
people are afraid to leave their houses, The
autharities make desperate pleas for help. Basic
services are freguently interrupted.

CAMPAIGN DOPTION:
THE LEGAL S5YSTEM

The ald adage "crime never pays” is more wish-
ful thinking than gospel truth. |F crime never
paid, there would be no criminals, and yel the
world is full of men and women willing to work
outside the law to get what they want. More
impartantly, without criminals, characters in a
superhero roleplaying game like Mutants &
Masterminds wouldn't have a whele lot to do.
Even in 2 world teeming with superheroes, it's not
difficult to imagine why a villain might undertake a
crime, especially when lots of money is imeobed,

Campaign Type Public Attitude

Personal Conditions

al troubde rare

Parsonal trouble sccasional,

Fame [or rather infamy) might alse be a factor. Think
about the media attention drawn 1o unusual real-
world erimes such as the Zodiac killings, the
Washington D.C. sniper, or the Unabomber, wha
ever received a fancy "supenillain” name thanks o
law enforcement and the media, Mow imagine the
same types of cimes perpetrated by men and
womer in colorful costumes with even more colorful
names and personas. Think a lot of people were
glued to the television watching DJ. Simpson's white
Ford Bronco flee Los Angeles police? Replace the
Juice with & fiying supenallain weaning a swastika
and an iron mask and the slow-moving police with
energy-projecting  superherces and you've got a
ready-made “reality TV" media circus sure to shoot
cable news channel ratings into the stratosphere,

Imagining a motive for your super-crime
shouldn't be much of a problem. Nor should exe-
cuting the crime itself, which will most likely
result in an entertaining combat between your
villain and the heroes of your player characters,
But what happens after the villains have been
defeated and tumed over to the justice system?

Mutants & Masterminds is a superhero role-
playing game, not a lawyer game. Your players
will have more fun when tracking a supenvillain
to his lair or fighting against an arch-nemesis
than they will sitting in a stuffy courtroom lis-
tening to boring forensic testimony. Memaorable
superhera campaigns focus on the action, and
leave a ot of the nitty gritty in the background,
It's in your best interest to handle the legal mat-
ters surrounding the capture and prosecution of
a supervillain “off camera,”

That doesn't mean, however, that you need to
forget about it entirely, Your players will want to
know what the courts decided to do with the vil-
lains they've captured, if only to know when to
expect them back on the streets. You'll want to
control the destiny of major campaign villains
yourself, deciding if they're convicted or acquit-
ted based upon what you think would be best

TABLE 5-2: CRIME SEVERITY

Examples

Coruption, minor possession, pandering, theft, vice
Arsan, assault, burglary, grand theft, larceny, trafficking

Kidnapping, murder, rape

Mass murder, serial murder, terrorism, treason, war crimes

Genocde, world domination

Social Conditions

“Lrme commar;
Omganized cime oocasional.

Global Conditions

for the campaign. But what about the everyday
villains your players encounter, roundly beat,
and leave for the authorities?

This system below allows you to quickly deter-
mine the outcome of a criminal trial without a
lot of effort and preparation, Chances are pretty
good that you're not a lawyer, and neither are
we, The system isn't meant to accurately model
the American justice system, but it should help
you determine, with a single roll, how long itll
be before this week's supervillain is ready to
exact some sweet revenge on the boyscouts who
sent him to the slammer.

Keeping track of the legal status of your cam-
paign villains has the added result of providing
your players with evidence that will help them
track down the culprits of future cnimes, The comics
are Tull of heroes saying things like *Dr. Dungecn
just got out of prison last manth, and this cime
seems to bear all of his usual hallmarks" Giving
your crocks a life beyond superbattles makes your
campaign world seem maore alive.

MAKING A TRIAL CHECK

Your players have turned over this week's villain
to the authorities. With a single d20 roll, you'll
spon make a tnal check to determine the vil-
lains fate. First, however, you've got o
determine the character's trial modifier. A tnal
modifier derives from two different sources, the
severity of the crime {or crimes) and the circum:
stances surrounding the crime.

STEP 1: CRIME SEVERITY

A multiple-murderer is looking at a lot more time
than the costumed kid who knocked over a liguor
store. Consult the table below to determine the
severity of the character's alleged crime. Use only
the most severe crime, falling back on grand
theft or mass murder for crimes in which a lot of
stufl was stalen or a lot of people were killed, In
the game world, the villain might stand acoused

Trial
Severity Modifier
Meaningless -0
Forgettable -2
Mewswarthy -4
Memorable -6
Histonc -8



of several crimes at ance, but for the purposes of
the quick-and-easy trial check, you're only inter-
ested in the most heinous

If facts were the only things that mattered in a
criminal trial, the prisons would look a |ot differ-
ent than they do today. Circumstantial factors
such as good lawyers, biased juries, and even
physical appearance can affect a trial one way
or the other, To determine if one or more of
these factors apply, consult the chart below, All
named feats and weaknesses apply to the char-
acter an tnal, If the character has the attribute
in guestion, the modifier applies to the trial. All
circumstantial modifiers stack,

TABLE 5-3: CIRCUMSTANCES

Circumstance Modifier
Above the Law i}
Attractive +1
Disabled [ Disturbing) -5
Fame +3
Infamy -3
Priar convictions* -2 each
Prior retrials {this trial only) -2 each
Race bias** -2
Roughed-up jury*** +5 ar -5
Wealth feat (optional) +2

* Gither begp o g fotel frodghaut Bhe coripign. of

RS G &
* This moaifier might apply o a jooal minedly coming @

trial in o higoted region, o it might aoely to paahumar o

“mutont” characters o o compaign i wiich such chonocters

firce mrcial

* This dongerols opoion i availoble anly o charmcrers with

STEVE SCOTT
1&K HahT

the Commected feat. The choracter on ool must make o OC 25
Dipiomecy cieck. IF successful, the defendants connections

manage o daw and apply pressue fo the jury, gmntiog

the defendmrl @ +5 bomes to his ool medifer IF the
Duplomercy  check fls, the connections sl @ifempr fo

e jurgs bt the bochic beckfines dism.

trausly; granting
rhe delendent o -5 penglty o hes val modifier. The defendant

FECEives oy ovie such Déplomocy check per gl

Determine the defendant's trial modifier by
adding the severity modifier to all qualifying cir
cumstantial madifiers. Remember that only the
most severe crime adds to the trial modifier,
while all circumstantial modifiers stack.

Simufate the final trial with a single d20 rall.
Add the defendant's total trial modifier to the
die result and consult the chart below to detar-
mine the character's fate. Always remember that
just because the judge sentences the villain to
time behind bars doesn't mean that the charac
ter needs to be out of play for that leng. Prisan
breaks are a staple of comic stories, and should
appear fairly regularly in a Mutants &
Masterminds campaign

TABLE 5-4: TRIAL RESULTS
Die Result + Trial Modifier Trial Result

Example: Dr. Dungecn {5 prior convictions) has
been busted once again by the Upstarts, a youthful
superhero team. The teenage heroes hand over the
villain to the authorities, hoping to see him put
away for a long time, The Gamemaster determines
Dr. Dungeon's fate as follows. The good doctor was
arrested] for kidnapping, a newsworthy (-4) crime.
Circumstantial modifiers come into play for his
prior comvictions {-10} and his Infamy feat (-3), giv-
ing Dr. Dungeon a -17 trial modifier. The GM then
rolls Td20 and gets a 16, 16- 17 = -1, which means
that Dr. Dungeon is headed to the slammer for
good, his numercus conflicts with the law finally
having caught up with him,

Example: Now consider a more savwy criminal,
Murder Man {0 prior convictions), being tried for
the exact same criime. The gamemaster adds the
trial modifier for the crime's severty [-4) to
Murder Man's circumstantial modifiers for Above
the Law (+4), Fame (+3} and a successfully
roughed-up jury (+5), bringing Murder Man's
total trial modifier to +8, The GM ralls a 1d20
trial check and miraculowsly comes up with a 16,
the same roll he got for poor old Dr. Dungeon. In
Murder Man's case, however, the check result
becomes 24. Murder Man walks away without so
much as a blemish on his legal record,

Commuted sentence (counts as "prior conviction” for purposes of

Comvicted, Sentenced to 1420 days behind bars

20+ Faund innocent and released
19-15
future checks). Released,
14-10
G=5 Comvicted, Sentenced to 1d20 months
4-0

-1 or lower

Convicted, Sentenced to 1d20 years.
Convicted, Sentenced to life in prison or death penalty (GM choice)
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CONTRIBUTDORS

CONTRIBUTORS

Andrew Hou: Currently living in Oakville,
Canada and attending Sheridan College,
Andrew Hou plays way too much Wercraft for
his own good. When he's not gaming he's either
drawing or working (which again is drawing) of
going to school (mare drawing), His work can be
found in various covers and interiors for differ-
ent comic titles such as Xin, Agent X, Ultimate
Daredewil Elfektra, Gen 13, etc, Currently working
at Udencomics, his projects include the upcom-
ing Street Fghter, Check out Andrew's work at
www.apted.com (a collaborative website with
his roommates) and www.eviljoo.com.

Amold Tsang: Amold Tsang lves off instant
noodles and Brisk iced tea in the smelly recesses
of his apartment in Oakville, Canada. When he's
awake, he reads comics and draws (it is believed
he does it in his sleep, too), His art can be seen
on the covers of many Marvel titles, including
Agent X, Doredewl Elekira, and others such as
Gen 13 and many more including the upcoming
Street Fighter comic published by Image. See
mare of his art and the art of his smelly room-
mates at www.aptb04d.com

axel#13: Axel#13 graduated from the Art
Center College of Design in Pasadena, and
makes his heme in the LA area. He's worked in
animation for Sony Family Entertainment (Big
Guy ond Rusty) and does concept work for
video game companies such as Midway and
Sony Entertainment He's created character
concepts for XFX, Creature Effects, Creative
Characters, Universal Studios, and many others.
He's currently at work with Geoff Ong on
Bockspece, a graphic novel for Black Velvet stu-
dios, due out early 2004. See more of his work
at www.channelbackspace.com,

Brian Stelfreeze is one of the founders of
Atlanta's Gaijin Studios, and has produced cov-
ers too numerous to count for every major
publisher (including an unbroken rin of more
than fifty on Batman: Shadow of the Bat), and a
number of minor ones. In recent years, however,
he has turmed his attention more to interior
sequential work. His work in that capacity has
included stories in The Batman Chronicles, X-
Men Uniimited, Gen-Active, and the recent
Marvel mini-series Domino (with wnter Joe
Fruett). His next big project is Matodor (with
writer Devin Grayson), to be published by
DC/Wildstorm in 2004,

Chris Pramas (Publisher): Creen Ronin
founder Chris Pramas has been working in the
game industry for the past 10 years. He got
his start as a freelance writer, and made his
name working on such game lines as
Warhammer Fantasy Roleplay, Feng Shui, and
Underground. He later jumped into the deep

end, starting his own company (Ronin
Publishing) with two partners. Having gained
same important business experience dealing
with the struggles of every small game pub-
lisher, Pramas then pulled a 180 and landed a
job as an RPGdesigner at Wizards of the
Coast. He spent 4 years working for Wizards,
ending his time there as Creative Director for
Miniatures R&D.

While still at WotC, he started Green Ronin
Publishing as a side wenture. Green Ronin
proved so successful that after leaving Wizards
in March of 2002, Chris was able to jump right
into running the company full time. He has
won three Orgins Awards and two ENnie
Awards for his work. He is best known as the
author of the ADRD Guide to Hell, Dragon Fist,
and Death in Freeport.

Corey "Rey" Lewis: Corey Lewis is 21 and
resides in Bremerton, Washington, where he
spends a lot of time drawing and planning and
plotting and thinking, His website, www.nin-
jarage.com, is his primary outlet for creative
shenanigans,

Cully Hamner has been a member of Atlanta's
Gaijin Studios for over a decade, beginning his
career on DC's Green Lantern; Mesoic and
Malibu's Fireqrm. Since then, his work has been
seen on numerous titles, including  Green
Lantem, Silver Surfer, Robin, Stormwatch, The
Titars, The Authonly, Cen-Active, Weind Western
Tirles, and many others. His latest projects are
the nearsimultaneous DC releases Red (with
writer Warren Ellis) and Batmar: Tenses (with
writer Joe Casey).

Eric Canete: Eric Canete is an accomplished
illustrator, designer, and storyboard artist. He
began his career as designer and board artist on
Peter Chung's highly-acclaimed Mty senes Aeon
Fiux, currently in development as a live-action
feature at Paramount with Termingtor producer
Gale Anne Hurd. He has since provided concept
art, designs, and boards for projects including
Mert in Black, Godzilla, and Starsfip Thoopers at
Sony and the Cartoon Metwork's revival of He-
Man and the Masters of the Universe. Select
comics credits: include Mr. Majestic, Cybemary
2.0, Superman, and Deathiok (which is also in
development as a feature at Paramount).

He is once again working with director Peter
Chung, this time on a brand new animated fran-
chise at Universal Pictures. In addition to this
feature, he is also working on a pet project he
expects to announce shorthy. For more of Erc's
talent and imagination, please visit his studio
website at www.blackvelvetstudios.com.

Geoff Ong: Geoff Ong, based out of the Los
Angeles area, has done color work for several
independent entertainment companies. When
not blessed with freelance work, he fills his time
producing an ultra-secrel project with partner-
in-crime, axel#13. He watches wrestling, loves
taking pictures with his Niken digital camera,
and his favorite color is blue,

lan Hanmnin: lan Hannin has been coloring
comics for nearly 10 years. He got his start with
Jim Lee's Wildstorm Productions in 1994, color-
ing WildC.ATs, Genl3, Wetworks, and nearly
every other title under the Wildstorm banner. In
1996, after serving as Color Coordinator on
many titles, he left Wildstorm Productions to
pursue his own business.

Along with two ather Wildstormers, he formed
BaDad, a colonng house with a dependable
reputation for high-guality coloring, BAD®SS
continued to supply Image Comics, DE Comics,
and other publishers with top-notch colors,

In 1999, lan went freelance and relocated to
Los Angeles, where he continues to color for
Avalon Studios, DC Comics, and Manvel Comics,
lan lives in Beverly Hills with his fiance Kim and
their two cats, Bill and Indy.

Jake Parker: A resident of beautiful Glendale,
California, Jake Parker works as a concept artist
for Pitch Black Studios. Often a contributor to
Polyhedron Magazine, lake is now a proud par-
ent as well,

Jason and Heather Martin: Jason and
Heather first met and began to collaborate artis-
tically in the summer of 2000. In 2001, they
launched an online portfolio that became
known as “Artplaymix.” Mormally, Jason does
the pencils and inks for the images on the site,
and Heather colors his work. Jason and Heather
marned in 2003 and currently work together as
freelance artists.

Karl Waller: Bom to an Air Force family in
1964, Karl Waller has since lived in California,
Hawaii, and Utah, He attended PSA {now
PSA&D) art school in Pennsylvania, and has
hovered around comics and gaming art for the
last fifteen years. He now resides in North
Carolina. Karl has worked on vanous titles for
Eclipse, Marvel, and DC, notably Wonder
Wovman, Batman, a Wolvenne movie preguel
book and a little bit of X-Men.




Leonard Kirk: Leonard Kirk lives in Niagara on
the Lake in Ontario, Canada and has been draw-
ing comics for just over 13 years. His work was
first published by Malibu Graphics in a number
of mini-series, including Alien Nation: The Skin
Trade and Gafaxing, Later, he picked up Stor
Trek: Deep Space Nine and drew that senes for a
couple of years. He also picked up some projects
with other companies like Revolutionary Press,
London Might, Brainstorm, etfc,

He worked with DC Comics on a 5-year run
penciling Stpergid, which led to a "tour of
duty” an JSA. Along the way, he also managed
to do a few pinups and fill-in issues for folks
like Chaos and Marvel. Currently, he's lined up
for a number of projects from several publish-
ers, including The Legion Secret Files 2003 {DC),
54 #55 (DC), Witchblade #71 (Top Cow),
Soius #8-10 (Crossgen) and Glory B #1-6
(Dreamwave Productions),

Ramén Pérez: Ramdn Pérez has been illustrat-
ing far the RPG industry going on about 9 years,
though he's really not quite sure as it's all
become somewhat of a blur. He has worked on
such properties as Stor Wars, Dungeons &
Dragons, Rifts, In Nomine, GURFS, Legend of the
Five Rings and many more as well as the four
color world of Mutants & Masterminds.

As much fun as the fantastical world of gam-
ing can be, Ramdn is always looking for new
avenies of artistic expression. His latest push js
into the world of web comics, Check out his little
baby at butternutsguash.net ar just peruse his
artistic catalogue at ramon-perez.com.

Rob Ro: Bam in South Korea, Rob Ro now lives
in Southern Califernia. He majored in painting

at Humboldt State University, apd leamed the

craft of Photoshop at lim Lee's Homage Studios,
in 5an Diege, Rob cofounded BAD@ESS Studios
with friends. He plans ta raise a family in the
Blue Ridge Mountains of Morth Carolina with
his smart and beautiful wife, Julie.

Sean Chen: 5Sean Chen has been drawing
comics professignally for nearly a decade. He
began his career at Maliant Comics, where for
four years he drew titles such as Rai and The
future Force, Harbinger, Blaodshot, and finally
X-O Manowar. Sean became known for his
hyperdetailed style, superior draftsmanship and
clear storytelling.

After a brief stint at DC Comics, he landed Ris
big break with what would probably be the title
he is mast identified with, fron Mam. As part of
their Heroes Return relaunch, Sean and writer
Kurt Busiek began a memarable 3-year run
beginning with Val. 3, #1. A few years later, he
began a 2-year run on the ultra-popular
Wolverine series, beginning with #1589, Sean is
currently the artist on Marvel's Elektra, which
debuted in May, 2003.

SENE—— AMEL ORTIE

Stewve Cobb: Steve Cobb triple majored at the
Art Institute of Phoenix in sleep, college girls,
and beer drinking. After sleeping in most of his
tlasses, graduation time finally came and Steve
was not even sure what state he was in. He now
calors comics, and remains a test subject for the
tobacco industry,

Stewe Scott: Steve Scoft has been working in
the comics industry since 1994, His earliest watk
could be found in the pages of Malibu Camics,
where he did several fill-ins. Steve later went on
to work for several independent publishers such
as Londan Night, Brainstarm, Chaos, |mage, and
many others. In recent years, he has done work
on a number of projects for bath Marvel and DC,
including New Warriors, Walverine, Hourman,
and LA

SUPER UNICORN i5:

Erik Mona: Erik got his start in the RPG busingss
as editor of Polyhedron Magazine, which he stil|
runs to this day. He recently became Editor-in-
Chief of Dungeon Magazine, and somehow still
manages ta squeeze in some freelancing, He's co-
wiitter the Living Greyhawk Gazetteer, Forgotten
Realms: Faiths & Fantheans, and the Fend Folio
fer Wizards of the Coast, and wrote the critically
acclaimed Armies of the Abyss, for Green Raonin
Publishing. He's edited and developed every
Mutants & Mostermings product to date, and is
loaking forward to getting a little shut-pye.

Erik would like to thank his partners Sean and
Kyle, the patient folks at Green Ronin, and his
even more patient girlfriend, Jessica. Thanks
also to the great crew at Paizo Publishing and
his personal Yoda, lohnny Wilsan.

Kyle Hunter: Kyle i= a friendly ghost who
drinks and smakes to excess. He enjays waking
Up in the middle of the night and obsessing over
his account balance, If vou ever fun into him, be
sure to start an argument about art or music,

Kyle's curent projects include Dungeon
Magazine’s Downer and cute little monsters, art
directing Lindefeated magazine, and the sci-fi
adventure Swerve. He struggles to find the time
to cook mare for himself, and get more exercise.
Cood uck with that, buddy.

Thanks o Sean and Erik for your Fabulaus work
and cantinued support. Thank you Wendy for tak-
ing care of me and putting up with my crazy life,
Thanks Mom and Dad for being Mom and Dad.

Sean Glenn: Even as young as 9 years old,
Sean was designing the covers for Dungeons &
Dragens and Top Secrel modules he wrote for
himself. Since then, he's managed to werk on
advertising for D&0, design the award-winning
Durgeans & Dragons Third Edition intenors, and
art direct the Star Wars Roleplaying Game and
the Star Wars Trading Card Gome. He was proud
te be awarded the ENnie for Best Graphic
Design and Layout for his wark on Mutants &
Masterminds' Freedom City sourcebook. Crooks!
is Sean's first professional writing work in the
RPG industry, which taught him just how had
Lsing passive langliage can be,

Sean would like to thank each and every one of
the illustrators who lent their talented pens, pen-
cils, computer mice, brains, and hands to this
enormotls project. He would also like to thank Erik
for being & patient and dedicated editor, Kyle for
being a fount of creative ideas, and the fine folks
wha sponsored our little sojourn in the warld of
superheraics, Chris and Micole at Green Ranin,
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UILLLEINS BY
POUJER LLEVEL

PL1 PL8 PL 15
Initiate Cultist 23 ANTAG Officer 22 Knight Combot i
Vampire (bystander) 30 Bumer 99 Master of Nine Winds. .o it
Werewolf (masked bystander) ... 31 Jawbreaker 56  Mountain King
Wingman 27 BB NINJA.....comimmsimmimmsmmisisissmmmsissssssisan 26 Memesis Demon
Zombie (bystander) 31 Secret Agent 28 Neutronik
Zombie (bystander—ravenous dead) il Tag 100  Rose Monk

Toykiller 101 Unifier
PL 2 Vampire (elite fanglord) 30
Adept Cultist 23 PL 16
Goon 2 PLg Carrion Queen
Henchling, 24 Aphex Key, the 109 Sovereign
Filot 27 Black Diamond 44 Toreador
Rent-a-Cop 27
Skoviak 2 PL10O PL 17
Waloran 21 Archive Agent 28 Czar, the
Werewolf {lupine bystander)...........ocrimerms -31  Behemoth 40  Iron Cross

Boy Toy .54
PL 3 Butcher Boy 713 PL 20
Broan 21 Crush, the 55  Atomic Brain, the
Gray Ninja 26 Enforcer Demon 24 Kalak the Mystic
Martyr 29  Moodswing 72
Rocket Jockey 27  Other Woman s7 PL 21
Soldier 25  Pawn Combot 27
Trusted Sibling Cultist 23 Singularity it
Werewolf {lupine soldier) 31 sulemain...... 56
Fombie (soldier) 31 Thunder Mechanaut 25

Lindine 43
PL 4
Bodyguard 27 PL M
Gorilla 119 Choke Chain 50
Highest Among Equals Cultist........c...coe w23 Dr. Dungeon 63
SAIper ....... 25  Manticore 42

Moongquake e
PL§5 Vagabond 108
Black Ninja 26 Wasphawk 10
Boost-Boy 29
Officer x PL12
Security Expert 27  Beholder....... 37
Traimer Combot 22 Bhtzll 46

T ] O OO O 4|
PLG M MR 70
ANTALG Technician 22 Player 2 B4
Assassin 29  Redhawk 86 !J
Gremlin 24 Sister Blister ;
Most Holy Cultist 23 Spasm "
PHST. .30 White Ninja L D
Revolutionary 29 R
Shark ne PL13 As.s
Stellar Guardsmen 28 lohnny Reb b, i‘%{ )J
Tiger 119 Murder Man e
Unitrol Officer. 30 Nihilist, the i

Hi

PL7 PL 14
Pixie sl
Wallflower 59
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OPEN GAME LICENSE Version 1.0a

The following text is the property of Wizards of
the Coast, Inc. and is Capyright 2000 Wizards of
the Coast, Inc ["Wizards"}, All Rights Reserved,

1. Definitions; {a)"Contributors” means the copy-
right and<or trademark owners who have
contributed Open Game Content; (b} Derivative
Material” means copyrighted matenal including
derivative works and translations (including into
other computer languages), potation, modifica-
tion, corection, addition, extension, upgrade,
improvement, compilation, abridgment or other
form in which an existing work may be recast,
transformed or adapted; (¢} "Distibute” means
to reproduce, license, rent, lease, sell, broadcast,
publicly display, transmit or otherwise distribute;
(d]"0pen Game Content” means the game
mechanic and includes the methods, pracedures,
processes and routines to the extent such con-
tent daes not embody the Product Identity and
is an enhancement over the prior art and any
additional content clearly identified as Open
Came Content by the Contributor, and means
any work covered by this License, including
translations and derivative works under copy-
nght law, but specifically excludes Product
Identity. (e} “Product Identity” means product
and product line names, logos and identifying
marks including trade dress; artifacts; creatires
characters; stories, storylines, plots, thematic ele-
ments, dialogue, incidents, language, artwork,
symbols, designs, depictions, likenesses, formats,
poses, concepts, themes and graphic, photo-

graphic  and  other wisual ar audic
representations; names and descriptions of char-
acters, spells, enchantments, personalities,

teams, personas, likenesses and special abilities,
places, locations, environments, creatures,
equipment, magical or supernatural abilities or
effects, logos, symbols, or graphic designs; and
any other trademark or registered trademark
clearly identified as Product identity by the
owner of the Froduct Identity, and which specifi-
cally excludes the Open Game Content; (f)
“Trademark" means the logos, names, mark,
sign, motto, designs that are used hy a
Contributar to identify itself or its products or
the associated products contributed to the Open
Game License by the Confributor (g) “Use”,
“Used" ar "Using" means to use, Distribute,
copy, edit, format, modify, translate and other-
wise create Denvative Materal of Open Game
Content. (h) "You" or "Your" means the licensee
in terms of this agreement.

2. The License: This License applies to any Open
Game Content that contains a notice indicating
that the Open Came Content may only be Used
under and in terms of this License, You must
affix such a notice to any Open Came Content
that you Lse. No terms may be added to or sub-
tracted from this License except as described by
the License itself. Mo ather terms or conditions
may be applied to any Open Game Content dis-
tributed using this Licénse,

3. Offer and Acceptance: By Using the Open
Game Content You indicate Your acceptance of
the terms of this License

4 Grant and Consideration: In consideration for
agreeing to use this License, the Contributors
grant You a perpetual, worldwide, royalty-free,
non-exclusive license with the exact terms of this
License to Lise, the Open Game Content.

5. Representation of Authority to Contribute; |f
You are contributing original matenal as Open
Game Content, You represent that ‘Your
Contributions are Your onginal creation and. or
You have sufficient rights to grant the rights
conveyed by this License.

&. Motice of License Copyright: You must update
the COPYRIGHT MOTICE portion af this License
te include the exact text of the COPYRIGHT
NOTICE of any Open Game Content You are
copying, modifying or distributing, and You
mist add the title, the copyright date, and the
capyright helder's name to the COPYRIGHT
NOTICE of any original Open Game Content
you Distribute,

7. Use of Product Identity: You agree not to Use
any Product Identity, including as an indication
as to compatibility, except as expressly licensed
in another, independent Agreement with the
owner of each element of that Product Identity.
You agree not to indicate compatibility or co-
adaptability with any Trademark or Registered
Trademark in conjunction with a work contain-
ing Open Game Content except as expressly
licensed in anaother, independent Agreement
with the owner of such Trademark or Registered
Trademark. The use of any Product Identity in
Open Game Content does not constitute a chal-
lenge to the ownership of that Froduct |dentity.
The owner of any Product |dentity used in Open
Game Content shall retain all rights, title and
interest in and to that Product [dentity.

8. Identification; If you distribute Open Game
Content You must clearly indicate which por-
tions of the wark that you are distributing are
Open Game Content.

9, Updating the License: Wizards or its desig-
nated Agents may publish updated versions of
this License. You may use any authorized version
of this License to copy, modify and distribute
any Open Game Content onginally distributed
under any version of this License.

10. Copy of this License: You MUST include a
copy of this License with every copy of the Open
Game Content You Distnibute,

1. Use of Contrbutor Credits: You may not mar-
ket or advertise the Open Game Content using
the name of any Contributor unless You have
written permissian from the Contributor to do so.

[

12. Inability to Comply: If it is impossible for You
to comply with any of the terms of this License
with respect to some or all of the Open Game
Content due to statute, judicial order, ar govern-
mental regulation then You may not Use any
Open Game Material so affected,

13. Termination: This License will terminate
automatically if You fail to comply with all terms
herein and fail to cure such breach within 30
days of becoming aware of the breach. All subli-
censes shall survive the termination of this
License,

14, Reformation: If any provision of this License
iz held to be unenforceable, such pravision shall
be reformed only to the extent necessary to
make it enfarceable.

15. COPYRIGHT NOTICE
Open Game License v 1.0 Copynght 2000,
Wizards of the Coast, Inc.

System Reference Document, Copyright 2000,
Wizards of the Coast, Inc; Authors lonathan
Tweet, Monte Coak, Skip Williams, based on
ariginal matenal by E. Gary Gygax and Dave
Arneson.

Mutants & Maosterminds RFG, Copyright 2002,
Green Ronin Publishing; Author Steve Kenson

Crooks!, Copynght 2003, Green Ronin
Publishing; Authors Sean Glenn, Kyle Hunter
and Enk Mona.






Kick your superhero
campalgn into overdrive with
this comprehensive guide to supervillains
for the hit Mutants & Masterminds RPG!
Assume the role of a supervillain yourself or do
hattle against the nearly 100 foes detailed within!

.....

This pulse-pounding volume includes:

45 complete supervillains ranaing in power from the
: annoying Flayer 2 to the infamous Atomic Brain. Each
\“x villain comes complete with a full background, campaign
|~/ suggestions, battle tactics, adventure ideas, and morel

51 villainous minions, including thugs, aliens, ninjas,
giant robots, vampires, demons, and cultists!

Dozens of new rules inciuding playing villainous
characters, new feats, weaknesses, a legal system, and rules
for how to save (or destroy) the world!

Written and designed by the award-winning Super Unicorn
Design Studio, Crooks! features stunning color art from
some of the hottest names in comics, including:

BRIAN STELFREEZE + CULLY HAMNER - ERIC CANETE
LEONARD KIRK » SEAN CHEN » RAMON PEREZ

ISBM: 0-9726756-6-3 GRR2005 = 527.95
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